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NICK FALDO’S GOLF 
13:99 





12.99 


JM US FOOTBALL 
11.49 





ne 
SPECIAL FORCES 


10.99 9.49 
NOP = will not work on A500 
Plus, A600 or AI200. 

NOI2 = will not work on the 
Al200, 

1 MEG = requires at least | meg 
of RAM to run. 

«= NEW Item 


AMIGA A1200 VERSION GA MES 





AIRBUCKS 1.2... oi 
ALFRED CHICKEN dati ‘ 17 88 
ALIFH BABED? ..... WU... 
BODY BLOWS rranaescaoacae OA 
BODY BLOWS ee 5 “ 16,08 
BURNING AUBBER e.. abel wai Ee 
CAPTIVE 2. LIBERATION»... 099 
CHAOS ENGINE tau oe . 18.49 
CIVILISATION 16.08 
DENMIS ....... 19.49 
GUNSHEP 2000+... a 
ISHAR 2 - LEGIONS OF CHAOS .. 16.98 


JAMES POND 9 - a STARFISH * 18.08 
JURASSIC PARR 2 1589 
KINGS GUEST & . a9 
MAM UTD PREMIER LEAGUE CHAMPIONS 18.99 
MA MUTE 

NIGEL MANSELL’S WORL D CHAMP SHIP 15.49 
OUT TO LUNCH « 


RISE OF THE ROBOTS ...............-...-.--.-. 25.99 
PROMO (ABBY oa scsnsasecscacnsasacesnsases 1s.ag 
Fa RIN siesta ra prmmin ec inemva mcm 18g 
SABRE TEAM « 12.00 
es sc coeiceinsad acute tiene io 3359 
SHON THE SOPIDERBR 00... 49 
WMD ooo recieve peensese sezecetavigennanisi 18.40 
STAR TREK - 257TH ANMIVERSARY 

(HARD DAIVE GML) ........-.....-.0.-.0. ree 
SUPER STARDUST .......2..-0.-1..ees- TES 
a chee ch anes aes en ae 1aa0 

AMIGA GAMES © 

G86 ATTACK SUB ....... ee: 
M-TRUAIN (1 MEG) iosccscccsccscscses 18 
AZ20 AIR-BUS [1 MIE)... ereierererermies i 
4320 AIRBUS (USA VERSION) 1 MEG) ae 
A320 APPROACH TRAINER (1 MEG) ...... 78090 
ADDAMS FAMILY a Men} a0 
AIR BUCKS ........ mimine 14 
AIR SUPPORT . 118 
ALFRED CHECKEN (7 MEG) .. ia 
ALIEN 3 — 


SALEM BREED (SPECIAL EDITHOM) (1 1 MEG). 
ALIEM BREED 2 (1 MEG)... - 
AMNIOS .. Sian eee 
ANOTHER WORLD .. 

ARABIAN HIGHTS 
ARCADE POOL (1 MEG) 
ARCHER MACLEAN'S POOL ..... 
ARKANOID 2 (NO12) 
ARMOUR GEDDON 2 (1 MEG) 
AS54551 REMI 
Bi? FLYING FORTRESS (1 h MEG) ......... 
BART Wa THE WORLD . eed 
BATMAN RETURNS 
BATMAN THE MOVIE 
BATTLE (SLE $3 _.........-. ll 
BATTLES OF TIME 

(PERFECT GENERAL. BATTLE ISLE, 

MEGA LO MANIA, FIRST SAMIFIAI (1 Fe 719 
BENEATH THE STEEL SKY (1 MEG).........2308 
BILL'S TOMATO GAME a 
BLACK CAYPT (1 MEG) 11 
BLADE OF DESTINY (1 MEG) .. 24g 








BLUES BROTHERS Actatates 74a 
BLUES BROTHERS JUKEBOX AIDY 1748 
BOGS BAD DAY .. ‘ 178 
BOOY BLOWS (1 MEG)................ 1a 
BOOTY BLOWS GALACTIC it a 1748 
BREACH 3/1 MPG) -......... 2249 
BAUTAL POXOTBALL = 1 
BUBBA ‘N' ST 15 
BUARING AUBBEA ...........-.-.cierecene VD 
CAESAR (1 MEG) (NO12) 0.0.0.0... 18 
CAESER GELUME 1 TD 
CAMPAIGN 2 (1 MEG) ..., Pee 
CANNON POODER (1 MEG)............. 20.49 
CHAMPIONSHIP MANAGER 5a 

WAPOA DOR (7 MEG oi cicistescresces i) 


CHAMPIONSHIP MANAGER SAG (1 MEG) 1290 
CHAMPIONSHIP MANAGER COLLECTION 


(344 « UPDATE C1SK) (1 MEG)... 18 
CHAMPIONSHIP MANAGER TAL aoa 

(1 MEG) 17.48 
CHACS ENGINE 14 
CIVILISATION (1 MEG) .W...-.-.-cccccrerceer the 
COOMBE AT 407 PATHOL ’ . 2 
OMB AT CLASSES 

(Pia STRIKE EAGLE 2, BBR ATTACK SUB 

TEAM YANKEE) (1 MEG) (NO12) eee 1 | 
COOL SPRT uous veneer OS 
CORPORATION. coh 2 
CORAUPTION (MPSOROLLS).....-.rcrcrercreresl A 
CAUSE FOR A CORPSE Wow u.... 11 
CAYSTAL KINGIMEM DEY . aaa 
CURSE OF EMCHANTIA (1 MEG) 0.1 1oe 
CYBERSPACE (1 MEG)............20. oe 
DARKSEED (1 MEG) lt 4g 
BEMNES _..... oe | 
DESERT STRIKE {i MEG)... . TAS 
DISPOSABLE HERO hoe 
EU I te ences ers 7 
GZ Y'S EXCELLENT ADVENTURE . 16.48 


“SUPER TETRIS 


CHAM MGR ‘93°94 
12.99 





11.49 


A-TRAIN 

















STREETFIGHTER 2 


11.49 


COMBAT CLASSICS SENSI SOCCER ‘geraa PREMIER MGR 1 
13.99 


13.99 





SPORTS MASTERS 
















9.99 

















LOTUS 2 
9.49 


1 aoe 


” PREMIER —~ 2 
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13.99 13.99 12.49 13.99 
DOGFIGHT (1 MEG) ......................-.. PINBALL FANTASIES 15.8 : TIO 
DONE I7 i yas PIRATES (HOP) .... 1048 ou IGA EDUCAT re 1 
DRACULA (i MEG) ...................... POLICE QUEST 1- rreceereserer cee Soa ate Ge an ESSENTIALS | 
DAE AMLANDS POOLS OF DARKNESS . Aa!) (i MEG, AGES 3-7.) me] 
(TRANSARTICA, STORM MASTER, — POPULOUS & PROMISED LANDS (M012) 10.49 ‘0 'numor in. ENGLIGM 
SHAR) (1 MEG) .......... So 12 POPULOUS 2/1 MEG) + [i MEG, AGES 6-16 18.99 
DAEAMWEB (1 MEG). 22:98 CHALLENGE DATA DISK nee eceo2- 22-49 10 OUT OF 10-F NCH pS ¥. 
DUNE ?- BATTLE FOR ARRARIS (1 MEG) POWER UP (CHASE H.0, TURRICAN, X-OUT, =) ec AGES &-16 ia98 
DUNGEON MASTER & ALTERED BEAST, RAINBOW ISLANDS) ...17.49 5 mirror 10 - JUMIGH ESSENTI “ 
CHAOS STRIKES BACK [1 — es 20.40 POWERMONGER + WW DATA _ (orig) 12. 43 {i MEG, AGES 5-11 1 
OYNA BLASTERS [worz) .. ; L409) PREEHISTORIA 2 0.00.0. 7.8 \\ourorie. Stall Tan iene 
ELITE ....... PREMIER MANAGER (1 MEG) e991] MEG. AGES 6-16 ; 98 
ELITE 2 (FRONTIER) (1 MEG) . 18.99 PREMIER MANGER 2 (1 ME Gi). 1.9 ly OUT OF 10. MATHS ies 
EVROPESN CHAMPIONS (1 MEG)... 173 PREMIERE (i (wor2) searasarare TT (1 MEG, AGES 6-16) . . 
EVE OF THE BEHOLDER (354) (1 MEG) AZAD PRINCE OF Penta (1 re vont Roe EWGLISH (11-12 vi os covet 
EVE OF THE BEMOLDER 3 (1 MEG) . PROJECT SPECIAL E En (1 MEG) 1049 aon FRENCH (12-19 TROL, 
Fi (OMARK) (1 MEG} “ines PUGGSY 1 MEG retateseetesnrsees DOA BOG REACH 113-18 YRS, 
F117 STEALTH FIGHTER 200 (i MEG) to Ait eG) wibbieaiiee 0.49 DW GCSE ENGLISH PACK (14-16 YEARS), 
Fis STAIKE EAGLE 2(1 MEG) . Za ear rez --15.49 || MEG DOUBLE AGE GROUP PACK. _.22.99 
FUT CHALLENGE oo ccccsascscccrnsesnsnsesesncoras 10.48 GUEST & GLORY AD! GCSE PRENCH PACK (14-16 YEARS). 
F19 STEALTH FIGHTER Wor) 689 [BLOODWYCH, MIDWINTER, 1 MEG, DOUBLE AGE GROUP PACK. 22.99 
F29 RETALIATOR |) MEG) .......-.-.-:-ser-re: 10.49 CADAVER, BAT)(NO12) . 1349 AD GCSE MATHS PACK (14-16 YEARS). 
FABLES & FIENDS - ‘ GWAR .......... 9) MEG, OMUBLE AGE GROUP PACK, ......29.00 
LEGEND OF KYRANDIA (NO12)(1 MEG) 2.99 FUAILROAD TYCOON (1 MEG) (NOP)....013.49 any JuMIOR COUNTING (6-7 YRS)..........14.99 
FACE OFFICE HOCKEY (NOB) occccsorsnas 949 FUAINEOW COLLECTION ACN JUNIOR READING (4-5 YRS) .........14.99 
FANTASTIC WORLDS (BUBBLE BOBBLE. RAINBOW GLANDS, ADA JUMICH READING /6-7 YRS) 14.56 
(AEALMS, PIRATES, MEGA LO MANIA, NEW ZEALAND STORY) (NOP) ...............10.99 gou MATHS (11-12 ¥ ones" og 
POPUILOUS, WONDERLAND) (i MEG) (NO12) 2.48 FIEACH FOR THE SKIE 14.99 GOW MATHS (12-13 YRS a 79 
Mee hie 3 17.58 RISE OF THE POGOTS (1 MEG) crernrerrorors an ee 118 
FIRST VVEESOH MANAGER .......... 733 AOAD RASH. 1733 aos EASY 
FIRST SAMUAAl + MEGA LG MAMA (MCI) 35 AOBINSONS REQUIEM a Med)... oS i) MEG, FIRST STEPS TO PROGRAMING) 27.00) 
FLAMES OF FREEDOM (MIDWENTER 2) 10.39 POGRDOP 2 es ol FU SCHOOL 32-5 TRS ce 14.98) 
FLASHBACK (1MEG) ... ee 10.99 Fu SCHOOL 915-7 YRS 1.98 
PLY HUAI co creccseseretnrnnererereinrevcne! 9.49 FORKE'S DRIFT ..... rertereneenne? 9S FUN SCHOOL 9 its YRS 14.89 
FORMULA 1 GAAND PRI... AULES OF ENGAGEMENT? ..........27.48 FUN SCHOOL 4 (2-5 YRS it 6.99 
GENES [1 —— SABRE TEAM . 11.98 FU SCHOOL 4 (5-7 YAS) oe 16.99 
GLOBDULE .... SCARABBLE | US GOL 14g FUN SCHOOL 4 (T+ YRS) Sa 16.99 
GOAL ,.. SECOND aalaunad (i IEG aii sig 0.49 Fay SCHOOL SPECIAL- __ 
GOBLINS 2 .. nomen (4a SECRET OF MONKEY ISLA 1 12-99 WERLIN'S MATHS (7-11 YAS). 17.99 
GRAHAM GOOCH DATA CHSK i299 SECRET OF MONKEY IBLAND (1 MEG) 24.49 Find SCHOCK SPECIAL . PAINT Wenelre 
GAAKAM GOOCH WORLD CLASS CRICKET (1 MEG) 18.49 SENSIBLE SOCCER ("0253 SEA 13.00 BUCATIONAL ART (5+ YRS). 17.99 
GRAHAM TAYLOR'S SOCCER SETTLERS ..... 249 Fyn SCHOOL SPECIAL - 
MANAGER (1 MEG) . ak 148 SHADOW OF THE BEAST 2 curr T- SHIFT) 11.99 SPeLUNG FAIA (7-13 YRS). oa 
GUMSHIP 2000 (1 MEG)... oe SS =SHADOWLAMDE . _— 5 eG MATHS (A LEVEL WIFSE) | 1.00 
HEROOUEST + DATA DISK jor: 8 SHADOWORLDS (Hos) .. ‘lh MICRO ENGLISH (5 YAS TO GCSE. 16.98 
HEROQUEST 2 - SIERRA SOCCER MICO FRENCH (BEGINNER TO 
THE LEGACY OF SORASEL (1 MEG) .. on ti3@ (WORLD CUP EDITION) (1 MEG)+............1749 gow FEATURES REAL SPEECH ......... 100 
HIRED GUNS (1 MEG)... ae «=6BILEINT SERVICE 2 (1 MEG. ae MICRO GERMAN (BEGINNER TO GCSE ANC 
HESTORYLINE 1814-18 (1 MEG) . 99 SIM CITY DELUXE SUSINESS LEVEL) 
HOLLYWOOD COLLECTION Pe ry nee COMES . HOW FEATURES REAL SPEECH ............1899 
(ROBOCOP, GHOSTBUSTERS 2, DITOR) .. 19-99 gece MATHS (11 YRS TO GCSE) 16.99 
INDIANA JONES ACTION, My CIAL EMnMmGS | mcr) . 14ag oaraets ee See. een 
BATAAN = a) or - a SIMON THE SOMCERER [1 MEG). 148 VRS TO GCSE) (1 MEG)... NEL 
HOOK ,....... ae en SKID MARKS (1 WEG) ak 169 RO SPANISH (1 MEG), | a0 
Re sara. = SLEEPWALKER ............... 20.08 ren Pt AYTIaE rroversrarereraest 
INDIANA JONES ADVENTURE .............. SMASH TV . 7.88 EDUCATIONAL PROGRAM FOR 
INDIANA JONES FATE OF ATLANTIS SOCCER KID 18.99 CHILDREN AGED 3+) (1 MEGH.... 18.98 
ADVENTURE (1 MEG) .... 49 «SPACE HULE ...... 2.99 sons BIG ROVEWTURE 
INNOCENT (1 MEG) ...... 24,59 SPACE QUEST 1+ . seal 13.49 (FOLLOW UP TO MODOYS PLAYTIME) ...18.00 
ES RUGBY CHALLENGE .. ae = —— FORCES (1 MEG) aia ae a an 
IT CAME FROM THE DESERT PLUS A SPIRIT OF EXCALIBUR it MEG) (Nor) eer 49 a ite eee 
IAGK MICKLAUS GOLF ee (PGA GOLF INDY 800, ADWANTAGE 
JAGUAR KJ220 (1 MEG). $49 TENNIS, EUROPEAN CHAMPIONSHIP'S 1992) AMIGA APPLICATIONS 
JAMES POND... von (1 MEG) (NOT 2) oe BRILLANCE A 
JIM WHITES SNOOKER (O12). 1349 = 1249 65 WEG MINIMUM 2 DISK ORIVES OF HARD 
JIMKTER (M/SCAOLLS) 49 STREETPIGHTER 2 |... 1149 BRiVE REQUIRED, PROFESSIONAL PAINT 
JOHN MADDEN'S (U.S) FOOTBALL .........11.49 STUNT CAR RACER (NO12) .. 78 AND AMIMATION PACKAGE FOR 
JURASSIC PARK (1 MEG) Sr aniaciaees 17.99 SUPER CARS 2 (NOP)... 949 OUTSTANDING RESULTS. 
Kao (UTOPIA ay (i MEG) . reel SUPER FROG (1 MEG) .. 16.99 FEATURES ALL AMIGA SCREEN 
KINGS QUEST 1 . hui SUPER SPACE INVADERS... 49 ELUNE PAINT & reteterererovarenerer Pm 
KINGS QUEST 2 (1 MEG) © occ. 10.9 SUPER TETHIS. ......... 12.99 (AGA FOR AMIGA 1200 WORKS IN 256 
KINGS GUEST 6 (1 MEG) . 4 | SURBURBAN COMMANDO . 17.99 EOLOUR AND MEW B-BIT HAM MODE. 
KNIGHTS OF THE SKY (1 MEG) .. 12.99 SWI (NOP)... .-Ji29 FDISK DRIVES RECOMMENDED) .. 50.90 
KRUSTY'S SUPER FUNHOUSE .............. 18.99 SYNDACATE it MEG) - 2249 VESTA PRO [LITE VERSION), tar 
LASER SOUAD« _.., roi AS oo OF} (1 ME ) eee RECURS HARD DRIVE Re 
LEGEND (WORLD OF LEGENO) ..............9.99 Mirco ea SPECTACULAR VIRTUAL WORLDS WITH 
LEGENDS OF VALOURA (1 MEG) (MO12) de our BLOWS, SUPER FACOG a 26.09 THES POWERFUL SCENERY CREATOR 
LEISURE SUIT LARRY 1(1MEG) ............11.49 TETRIS-7 COLOURS «...... 16.99 AND ANIMATOR, SPECIAL LITE \ VERSION 
LEISURE SUIT LARRY 2 aq MEG) DISA 1149 THE BLUE & THE GREY (1 MEG) . 21.49 50 AUN ON A1200 OF ABOVE 99 
LEMMINGS: 2... 1.59 THE GREATEST 
LEMMINGS res DISK - (GH OM... in aces oe a. 13.99 — sacs 
LINKS - (GOLF) THEATRE OF DEATH... =e eee eee 
(HARD DRIVE REQUIRED) (1 7 secoes TOG =~THUMIDEAHAIR occiccctccsccccicsesreses ome NSM AMOS GIVING 
LOMBARD RAC RALLY ........ are TG TITLES THE FOR. nim SOLA Ta) lee COUMAMDS AND 
LORD OF THE ANGE ....... 22.55 TORNADO /1 MEG)... ipiasosayarmse 8 WSTRUCTIONS TO GIVE AMCs OF 
LOADS OF CHADS =,..... odo TRON - ALJEX LIGHT PHAZER GAME] 4? jus PROFESSIONAL GREATER 
LOTUS TURBO CHALLENGE | 2 (NCH 7. 849 TROWAN - AIRES TA — — Ga E} 7. 49 FURBILITY AND POWER. REQUIRES 
LOTUS 3. : TURFICAN 2 ..... ae AMOS OF AMOS PROFESSIONAL We 
THE FINAL CHALLENGE (1 MEG) (NO12) 16.99 TWARBCAN 3/1 MEG). coo lO Aes BABY (1 MEG) erat ar) 
LURE OF THE TEMPTRESS (1 MEG)........12.49 UFO-ENEMY UNKNOWN (i MEG)-...za.a9 {MOS EASY (te 
Mi TANK PLATOON (1 MEG) 0.0.0.0... 11.49 ULTIMA 5 (NOTZ) Gomme a A WEG. PROFESSIONAL VERSION OF 
MAELSTROM (1 MEG) #0... ..c-sercrnreeer- 22.99 UNIVERSE (1M IB) © evn perererrnerstececerereee dA LDS BEST SELLING GAMES CREATOR) 
MAN UTO PREMIER UFIDILIM 2 MEG ieeias 128 are COMMANDS, MORE FLEXIBILITY 
LEAGUE CHAMPIONS (1 MEG) .............. 19.49 VIKINGS - FIELD CONQUEST (1 MEG) 11.49 asp BETTER USER INTERFACE 1.99 
MANCHESTER UMITED ....... 8.49 VAQOM (NO12) occ ll AMOS PROFESSIONAL COMPLER 
MANCHESTER UNITED EUROPE ., 0.49 WALKER ...... pri erat as itn arn (COMPILES ANDO SPEEDS UP PROGRAMS 
MANIAC MANSION (MO1Z) 10.49 WARIN THE GULF. sercteereeeenee LOD WRITTEN IN AMOS, EASY AMOS OF 
MICA MACHINES .. 16.99 WARZOHE . isin esiclaksebeaaieirei ical iaeeeiaea ne AMOS PROFESSIONAL | a 
ate GOLF (1 MEG) Senet =a whee oF ii ‘: BLITZ BASIC 3. ee 
oA ................... 18.49 CHASE H.0, TURBO , NO12)....14.99 VERSION ee en hae eat Yee 
MORTAL KOMBAT (i MEG)....................20.49 WHEN TWO WORLDS WAA i anal 21.48 AKAD AMD OOMPILER SYSTEM 
MICK FALDO'S GOLF noni cicscsctcscrcicseseses 13.99 WING COMMANDER 1 a" — ‘09 THE HOTTEST NEW FROGRA 
NIGEL MANSIELL'S WINTER GOLD « omen AD | AMGUAGE AVAILABLE. THE TOP 
WORLD CHAMP SHIP (1 MEG) cee 128 WINTER OLYMPICS ee ae SELUNG SKID MARKS GAME WAS 
NIPPON SAFES (1 MEG) ......0.0...........2040 WIZ W' LIZ sm ores CREATED WITH GLITZ BASIC?............. 55.99 
a eee =? SARs BERR ar sm saan 
OPERATION WOLF (NOTE) ce. 7.00 WWE WRESTLING wi a NE 
OVERDRIVE {1 ae fee 1 WWF WRESTLING alt A BEST SELLER AND A TOP AWARD 
PARASOL STARS _ seateretererererereee ee fl 8 | MIBINON 2 MEGAB WIMMER. MANY PONT AHO PRINTING 
PATACUAM 1 MEG) itittnemiee ee ee = ee. OPTIONS AND SAMPLE ANAATION 
PGA TOUR GOLF .. 10.08 1 AND ART IMCLUDED. ........ ue 
Ret ee een ne BETO Saat Son a omanvon 
r LL A pei ) 214 1 e = T 
PING ALL DREAMS (1 MEG)........ 13.49 ZOOL 2 ii MEG) . ; tt ay aes a aa 





VIKINGS -FOC 


11.49 


OVERDRIVE 
11.99 












12.99 


BODY BLOWS FIRST SAMMEGA LO MANIA DELUXE PAINT3 REACH FOR THE SKIES PINBALL 
14.99 


14.99 


FUN SCHOOL SPECIAL - PAINT * ae 
HALL DARDERA Alan PRES) ors: =: TF 


AA 
1 MEG, EXCELLENT ANIMATION PACKAGE | 
CAPABLE OF CREATING CARTOONS 
AMD QUALITY ee tata raatatarats 
HOME ACCOUNTS 2 sniinepipestcnasesjemrarersried 35.95 
KIND WORKS 3 WORD PROCESS OM 

(SUPERB FULLY PEATUAED PACKAGE 

OF LOW PRICE. 2 DISK 
DAVES RECOMMENDED octet Ye 
MIMO OFFICE 

1 MEG, WORD PROCESSOR, SPREADSHEET, 


ATABASE AND DISK UTILITIES)... 5.09 
MOHEY MATTERS (HOME 3. 
LATEST VERSION THE EXCELLENT 
MOREY PACHKLAGE PROG DNGITA .......... 08.08 


PC TASK (1 MEG). 
GOOD VALUE E PC EMULATOR 
ALLOWING IBM PC APPLICATIONS TO BE 
USED OW YOUR AMIGA. PLEASE NOTE THAT 
THIS IS NOT SUITABLE FOR WINDOWS OF 
HIGH END APPLICATIONS. 
REQUIRES MS DOS 3.3 08 ABOVE. 
SUPPORTS HARD DISK DRIVE. 

PEN PAL WORD PROCESSOR ........... 
PUBLISHER (PAGE LAYOUT PACKAGE) 
CAN PRODUCE BLACK AMD WHITE 
NEWSLETTERS, FLYERS, ANNUAL 
REPORTS AND MAGAZINES. REQUIFES 
OWE EXTERNAL DISK DRIVE OF 


HARD DAVE (7 MEG (PTS cc cccseserereren TP 


AMIGA CD32 SOFTWARE 
ALFRED CHICKEN 
ALIEN BREED 7 ead) - scnnunaaiee 
ALIEN BREED AK .. 
ARABIAN NIGHTS (AGA)... 


LEC THOM 
DTyY PRICE OF YOLEKFPOLK, THEASUAE 
MEY, BUBBLE DIZZY, PANIC CAMEZY, 
SPELLBOUND Darry. QUICKSNAX, 
FAST FOOD DZY, MAGIOLAND Diy 
FANTASY WORLD DazzY, 
CAYSTAL KINGDOM Dazy)*. 






FIRE FORCE - ...... 
FLY HARDER . 
FURY OF THE FURRIES -.. Ee 
GLOBAL EPreCT *, as sasn pata ecamceams 
HEREWITH THE CLUES « Prats eteinaaaael 
HUMANS 1 O82... 
JAMES POMD 3 - OPERATION STARFISH “19.99 








SOHN BARNES ............. A 
JURASSIC PAAK _ Loo 
K240 (MAGA) . ania 
LABYRINTH OF TIME ser sene me 
LIGNHEART .. sdadhoSiccudsiadeiniaiessia a 
LIMLOMIL ..... satesseaess Be 
LOTUS TRILOGY (LOTUS 1, 2 cs veereeea TT 
MEAN ARENA ..... -teterteees 1 
MICROCOSM oe 
MORPH: .... 11.0 
NIGEL MANSELL" § WORLD CHAMP’ SHIP 17.99 
NO SECOND PRIZE 13.99 
OVERKILL & LUNERAC 000 
PINBALL FANTASIES oo....ccscccsrsccrsee LD 
PINKIE = ————————— SS —F 
PIRATES GOLD | 
PREMIERE + ........ 11.89 
PROJECT X S/E + FI? CHALLENGE .........17.00 
ROBOCOD (JAMES POND 2) .. 8 
AYDER ¢ — ana 
SEEK & DESTROY... 17-89 
SEMSIBLE SOCCER oT 
SHELETON KREW = ooo. ccccctcceroneen 10 
SLEEPWALIER, o..ccscsovcrnsevoseverevereverne-r-el 99 
SUPER STARDUST # _._._...... simicicrces A 
TPH (DUE JUNE B49 oe 
TAIVIAL PURSUIT * .......... 9 
TURNING POINTS « 2299 


ULTIMATE BOOT BLOWS (BODY BLOWS 


& BODY BLOWS GALACTIC) ..... vo 1D 
LARIDOUM nt AT SD 
— INTERNATIONAL SOCCER + 19.99 
POM. owes ioe 
ZO. 2 as — Ve 


3 OF MONKEY ISL EYE OF THE BEHO | 





12.49 













Ts 





GWICKIOy 
JET FIGHTER 
AOYSTICK 
MCA 
SWITCHED 
AUTOPRIRE 
11.08 


QUICKIOY 
FOOTPEDAL 
18, 





ee eee et ee se 


AT UNDER £20 EACH - CALL FOR A FREE CATALOGUE 











COMMODORE AMIGA A1200 
DESKTOP DYNAMITE PACK 
PLUS FOUR FREE GAMES 





AMIGA A1200 2/0 DYNAMITE#'4 PACK 

WITH WORDWORTH 2.0 AGA WORD PROCESSOR, 

DELUXE PAINT IV AGA, PRINT MANAGER, OSCAR AND 

DENNIS. COMPUTER WITH 2 MB RAM, 32 BIT 68020 14 

MHz ETC. 1 YEAR IN-HOME SERVICE. 

FREE ELITE 2, BATMAN, LEMMINGS 2 

& CIVILISATION AGA SOFTWARE ........00.000004. 325.99 

SERB RERERC ERCP SREP CR PRS ERR ESS 
41200 DESKTOP DYNAMITE PACK AS ABOVE 

WITH INTERNAL 2.5" HARD DRIVES 


41200 COMPUTER + 60 MB INTERNAL 2.5" HARD DRIVE. ...499.99 
41200 COMPUTER + 127 MB INTERNAL 2.5" HARD DRIVE. 549.99 
41200 COMPUTER + 200 MB INTERNAL 2.5" HARD DRIVE. 599.99 
41200 COMPUTER + 340 MB INTERNAL 2.5" HARD DRIVE. ...749.99 


ALL WITH FREE ELITE 2, BATMAN, LEMMINGS 2 & 
CIVILISATION AGA GAMES 


COMMODORE AMIGA A600 LEMMINGS PACK 





LEMMINGS, FORMULA OME GRAMD PRI. 
PUSHOVER PUTTY & DELUXE FAINT J 


AMIGA 4600 LEMMINGS PACK 1/0 

WITH BUILT-IN TY MODULATOR, MOUSE, WORKBENCH 2.0, 1 MB RAM 
EXPANDABLE TO 10 MB, 1 YEAR IN-HOME WARRANTY. WITH LEMMINGS, F1 
GARAND PRIX, PUSH OVER, PUTTY AND DELUXE PAINT 3 .........00.0c0c56 139.88 


WHY NOT BUY THIS CHAOS SOFTWARE PACK WHEN YOU BUY YOUR Aédo? 
TT CONTAINS CHAOS ENGINE, NICK FALDO GOLF, 
PINBALL FANTASIES AND SYNDICATE AND ALL FOR ONLY ..................19,99 


AMIGA (D32 DANGEROUS STREEETS PACK 


INCLUDES WING COMMANDER, OSCAR, 
DIGGERS AND DANGEROUS STREET GAMES. 
259.99 


SF) AMIGA CD32 DANGEROUS STREETS PACK AS ABOVE 
+ ELITE 2 & TRIVIAL PURSUIT CD'S 


PLUS ADDITIONAL ELITE 2 & TRIVIAL PUSUIT GAMES. 
279.99 


AMIGA (D32 SPECTACULAR VOYAGE PACK 


AMIGA CD32 DANGEROUS STREETS PACK AS ABOVE 
PLUS ADDITIONAL MICROCOSM & 


CHAOS ENGINE CD'S........ccccccsscesssnsessnes srsneanel 9.99 
CHOOSE A SCAAT TV FOR PIXEL PERFECT PICTURE 


MEMORY UPGRADES 

5128 AMIGA FAM WITH CLOCK 
FOR 4500 AND A5o)+ : tere UG 
AS ABOWE WITHOUT CLOCK ...........78000 

| MEGABYTE A500 PLUS FAM 

JPGRADE WITH CLOCK : oe 

MEGABYTE A600 RAM 

UPGRADE WITH CLOCK ...., AaB 
4 MEGABYTE PCMCIA UPGRADE FOR 
Ao OF AT. PLUGS DIRECTLY INTO 
SMART CARD SLOT. THESE ARE NOT 
BATTERY BACKED AND CAN'T BE 
USED AS A DISK, ONLY AS RAM 


CD32 ACCESSORIES 


TY LEAG. AMIGA CD32 

TO SVHS TY OR VIDEO ....... rani 
MONITOR LEAD - AMIGA Coa9 TO 

00.08 PHILIPS CMBS33 MKT ORF CBM 1os4s 

" MONITOR .. 7 ao 








WORK CENTRES 
PREMIER CONTROL CENTRE FOR AMIGAS, 
(STEEL MONITOR STAMD WITH EXTRA 
SHELF FOR EXTERNAL DISK DRIVE AND 
ACCESSOANS. CUSTOM FIT DESIGN) 
PREMIER CONTROL CENTRE 
POR AMIGA 1200, satser ae OS 
PREMIER CONTROL CENTRE 
FOR AMIGA ASR) OR ASO0+. ............30.00 

| PREMIER CONTROL CENTRE 
FOR AMIGA ASOD... voveeeel 


| DISK DRIV E S 
EXTERNAL 3.5” DISK DRIVE FOR ANY 
AMIGA WITH SONV/CITIZEN DRIVE 
MECHANISM, 880K FORMATTED 
CAPACITY, QUIET, HIGH QUALITY, SLIM 
LINE DESIGN, COLOUR MATCHED METAL 
CASE AND LONG REACH 
CONMECTION CABLE. .o...ccsesccsc.s0.AL08 


SOUND EQUIPMENT 

SCREENBEAT 2 STEREO SPEAKERS 15.99 
| SCREENBEAT MAINS ADAPTOR 

FOR SCREENBEAT SPEAKERS nae? BS 
| ZYDEC STEREO SPEAKERS FOR 

AMIGA WITH BLUELT-I AMPLIFIER 

AMD VOLUME CONTAUILS cocccucorTO8 


DISK BOXES 
| DISK BOX 3.5" (120) 
LOCKABLE, DIVIDERS... mamta 
DISK BOX 3.5" PLASTIC FLIP TOP 
(10 CAPACITY) .... oe 
MEDIA LIFE FILE DRAWER (100 
CAPACITY), STACKABLE DESIGN ... 


BC AAT LEAD - AMIGA COS? TO TV WITH 
SCAAT INPUT. REGUBRES TV WITH 
WAMIIL SWITCHING SCAATCHANNEL. ......0.94 


ANTI-SURGE 4 WAY MULTIPLUG EXTENSION 
LEAD FOR ANY ELECTRICAL DEVICE (EG 
COMPUTERICONSOLEVIDED. PROTECTS 
YOUR VALUABLE BOUIPMENT AGAINST 
DAMAGING ELECTRHSCAL SLIRGES. ......26.00 
MOAITOR LEAD - AMIGA, TO PHILIPS 
CMAG3) ME2 OF CHM 14S MONITOR 7.98 
SCART LEAD - AMIGA TO PHILIPS TY 

WITH SCAAT PUT . series 
SCART LEAD. AMIGA TO SONY TV 

WITH SCAAT INPUT . ol 9 
SCART LEAD - AMIGA To TOSHIBAHITATGHI 

TV WITH SCART INPUT........ A 98 
SCART LEAD - AMG TO Tw 

WITH SCART INPLT nat 


| DSDD 3.5" DISKS 
WITH LABELS 


PACK OF 50 


22.99 











COMMODORE AMIGA A1200 
LEMMINGS PACK 


iawae 


5 
LEMMINGS & of 
DELUXE PAINT 3 


AMIGA A1200 2/0 LEMMINGS PACK ‘ 
COMPUTER WITH 2 MB RAM, 
32 BIT 68020 14 MHz PROCESSOR, MOUSE, 
BUILT-IN TV MODULATOR 
AND 1 YEAR IN-HOME SERVICE WARRANTY. 
WITH LEMMINGS AND 
DELUXE PAINT 3. | 
SREB RP CSCC CSCS CCCP ERC RC RECEP ER ERR EC ES 
1200 LEMMINGS PACK AS ABOVE 
WITH INTERNAL 2.5" HARD DRIVES 
A1200 COPMUTER + 64 MB INTERNAL 2.5" HARD DRIVE ...415.99 
41200 COMPUTER + 80 MB INTERNAL 2.5" HARD DRIVE ...... 439.99 
A1200 COMPUTER + 127 MB INTERNAL 2.5" HARD DRIVE ...489.99 
Ai1200 COMPUTER + 200 MB INTERNAL 2.5" HARD DAIVE ...599.99 


ALL WITH FREE LEMMINGS AND 
DELUXE PAINT3 SOFTWARE 


OVERDRIVE HIGH SPEED HARD DRIVES 
is ys: FOR AMIGA Al200 
B —, ‘ STYLED TO MaATCI H AMIGA 


* WESTERN DIGITAL DRIVE 

* EASY INSTALLATION - PLUGS INTO PCMCIA SLOT 
* AVERAGE ACCESS TIME 1245 

* 1 YEAR WARRANTY 

40 TOOLS AND 1 YEAR WARRANTY. 


DOES NOT INVALIDATE WARRANTY 


OVERDRIVE 120 MB HARD DRIVE (DAVE MECHANISM MAY VARY) .... 
OVERDRIVE 210 MB HIGH SPEED HARD DAIVE FOR 41200...........0...000... 266.96 
OVERDRIVE 250 MB HIGH SPEED HARD DRIVE FOR A1200. ...... 
OVERDRIVE 340 MB HIGH SPEED HARD DAIVE FOR 41200. 
OVERDRIVE 420 MB HIGH SPEED HARD DRIVE FOR A1200...........0....44 436.99 


CONNER HARD DRIVES FOR AMIGA Al200 & A600 


CONNER HARD BANE: SAL IDE, MODEL Crane HIGH SPEED 


* The fastest drive ever 
reviewed by CL! Amiga” 


25” DAIVE, 15 WS ac APPROX), ene 

AND ONE YEAR WARAA COMPL 

NOTE THAT OPENING YOUR AMIGA Ma INVALIDA TE THE WARRANTY. 
CONNER 64 MB HARD DRIVE FOR AMIGA A1200 ..........0.0.. 729.08 
CONNER 64 MB HARD DRIVE FOR AMIGA AGOO ..................129.99 


FREE PRINTER LEAD 
WITH ALL PRINTERS 


PANASONIC KXP2123 


COLOU R PRINTER 

cE WORDWOATH WJ MPC 
PROCESSOR FOR AMIGA 
24 PIN, 89 COLUMN, 162 
CPS/E4LO, T FONTS (1 
SCALABLE), EXTREMELY QUIET 
43,5 DBA NOISE LEVEL, FREE 
PRINTER LEAD 
1 YEAR WARRANTY 


MICROVITEC 1438 
MULTI-SYNC MONITOR 





wor 1S 


CITIZEN SWIFT 90C 
COLOUR PRINTER 


4 PIN, 80 COLUM, 
BOCPSS4NLG, 6NLO FONTS, 
2 TEAR WARAANTY. ......... 1408 


CITIZEN 240C PRINTER 
+ COLOUR KIT 

24 PIN, BB COLUMN, 240CPEE0LG0, 
BLO DAAFT FONT, 2? YEAR 
WARRANTY noe Le 


EPSON LQ100 PRINTER 
24 PIN, 80 COLUMN, 250 CPSTZ 
LO, 8 FONTS (2 SCALABLE), 
QUIET S008 NOISE LEVEL, EASY 
TO USE CONTROL PANEL 

1 YEAR WARRANT ¥, ver 15D 


FOR AMIGA AT2RI(AdO00) OR PC, COMPLETE 
WITH STEREO SPEAKERS. 0.28 DOT PITCH 
RESOLUTION, 15 PIN PGB DIM PLUG. AMPA 
40APTOR PLUG INCLUDED. SUITS ALL AMBGA 
464 4N0 4LL PC SCREEN MODES TO SVGa. 

1 YEAR WARABATY. 2c ae 


GOLDSTAR Cli4A80 14” 
COLOUR SCART TV 





WITH REMOTE CONTAOL AND SCART INPUT, 
OW SCREEN DISPLAY, AUTO POWER OFF, 
SLEEP TIMER, OF TIMER, CHILO LOCK. FREE 
SCAAT LEAD (STATE AMIGA, COI2, 


WEGADRIVE 1 WITH sonic on MEGADAIVE 1 OR 2, OF SMES) ............... 168 
ebchiras at SONY KVM1400 14” FST 
COLOUR SCART TV/MONITOR 


WITH & 
MS octets craetseretserens esol 


SUPER WES MARIO ALL STARS Paci 
WITH ONE JOVPAD AND pee 
SOQOPE @ LIGHT GUN AMD § GAMES 





WITH REMOTE CONTROL. 60 CHANNEL 
TUNING, BEAR SCART INPUT, HEADPRONE 
SOCKET, TWO POSITION TILT, BLACK 
TRIRITRHOH SCRREN, LOOP ABRLAL 

FREE SCART LEAD (STATE AMSA, COW, ST, 
MEGADAIVE 1 OF 2, OF SHES). 


SONY KVMI400 (GREY) ........0.-2-26 184.99 
SONY RVA1400 (WHITE) .......0... os 1 
SONY KVMIG01BL FASTEST... 24400 






JOIN now from just £4.00 


Special Reserve Magazine 


45 Page colour club magazine sent bi-monthly to members 
only. The latest Reviews, Charts & Release Schedule 


a from our Huge Selection 


Disks, CD's, Cariridges, Wiilities, Education, Home Office, 
New Technology and Hardware. 16 Page colour catalogue 


at Best Possible Prices 


f Just one purchase from Special Reserve will normally 
= save you the cost of joining. Top discounts on all products. 


with our Special Deals 


Always hundreds of Special — Otfers. Top games at 
“ orices you won't believe and hardware at amazing reductions. 


with our XS Coupo 


i Money-off coupons worth over £180 a year off re in 
Vs, You'll find them on the back page of each club magazine 


our FREE competitions 
Six reasons why over 200,000 p have joined 
Special Reserve, the biggest games in the World! 


We only supply members but you can order as you join 
Just send in the formbelow or phone. There's no obligation to buy. 


OPEN to 8 
FREE 16-PA 


DAILY or by Fax on: 0279 726842 
E COLOUR CATALOGUE - JUST ASK 


OPEN 10am TIL Spm SEVEN DAYS A WEEK 


| CHELMSFORD - 43 Broomfleld Rd 
| just around the corner from the bus station 


| SAWBRIDGEWORTH - The Maltings 
200 yards from the train station 


AMIGA CD32 CD BASED CONSOLE 
DANGEROUS STREETS PACK 

WITH WING COMMANDER, OSCAR, 

DIGGERS & DANGEROUS STREETS ...250.96 
AMIGA CO32 DANGEROUS STREETS PACK 
PLUS ELITE 2 & TRIVIAL PURSUIT ......27 
AMIGA COI2 DANGEROUS STREETS PACK 
PLUS MICROCOSM & CHAOS ENGINE ...279.00 


ATAR! JAGUAR 64-BIT CONSOLE 

WITH JOYPAD ANDO CYBERMORFPH GAME 
FIRST SUPPLIES EXPECTED IN JUNE 

FIRST COME FIRST SERVED 

+ GENUINE UK VERSION ..........cseccees 229.50 












Sauk ce ay ee oe aes a ee SS ee es es 7 
WE ONLY SUPPLY ME -MBERS E BAT + YOU CAN ORD HEA AS YOU. JOIN * 
All prices include VAT and carriage to UK mainiand, See base of cedertorm ior © 
overseas surcharges. We supoty harcware orders to UK mainiand acdresses any = 


(PLEASE PRINT IN BLOCK CAPITALS) SAGE 
Name 
Address 
Postoode 
Phone _Machine_ 


f Enter membership number (if applicable) or 


= SS SS SS eS eS ee Ele 





f 


 Cheque/P O./Access/ Masiercard’'SwitchiVisa (Switch Issue No 


Card ox impiry date 


Signature 





Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 
Overseas Orders Sur (EC or World) 
Software orders please add £2.00 per item. Non-sottware items 


please add 25%. Hardware items supplied to UK mainiand only. 
Overseas orders must be paid by credit card. 
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Where's your sense of humour, 
Don? 


©EMAP images 1994 


| suppose you've seen the three 
disks attached to the front cover, 
then. Great, aren't they? Not only 
are they packed with nine things to 
play, but, erm.. they're quite blue- 
looking, if you don’t count the silver 
bit. Or the labels. But who cares 
what they look like when they're 
packed to the bootblocks with 
tongue-blisteringly smart demos — which they are. So 
that's all right. 

Those of you with reasonable eyesight will no doubt 
notice that we've got a new Deputy Editor. His name's 
Andy Nuttall (or ‘Nutts’ to his friends — presumably he's 
fairly bonkers, or something) and he's joining us after 
doing five months in ST Format. We don't know what he 
did to deserve that punishment, but we're too scared to 
ask. It's those eyes. Mad as a Mahdi. Any ideas? 


SIMON BYRON, 
EDITOR. 
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when we heard that MicroProse were work- 
ing on the sequel to one of our favourite 
games of all time. And then we sobbed 
uncontrollably when we discovered it was 
looking so good. And then we broke down 
when... 








4 CONTENTS 

Once again we've managed to assemble 
what's in this month's issue into a roughly 
decipherable and moderately logical order. 
Right here. 


6 BOOT SECTOR 

Discover what gaming delights await as Matty 
leads you through this month's incredible 
THREE DISKS! Yes! 


12 NEWS 

Join us as we rehash old The Day Today jokes 
in a sad and pathetic attempt to be witty and 
informative. At the same time. 


18 LETTERS 
Are you Git Of The Month? Am I? Actually, 
don't answer that. 


22 GET YOURSELF 
CONNECTED 

Forget Gamesmaster. Dismiss Bad Influence. 
There's only one TV show worth watching at 
the moment and Matt Broughton takes you 
behind the scenes. 


24 READER REVIEWS 
Plagiarise, plagiarise, let no-one's work escape 
your eyes. 


26 ARCANE GAMES 


Steve Iles, the man with tiles (in his kitchen), 
talks to New Castle Andy Nuttall about things. 


28 WIN £1000 CASH 


If you win this competition then you'll never 
have to work again — as long as you can 
make £1000 last the rest of your life. Which 
is not impossible, but unlikely. 


53 REVIEWS 

We were thinking about not reviewing 
anything this month because we're getting a 
bit bored with writing all these words. Unfor- 
tunately, the chance to slate bad software 
proved too much to resist. 


78 UPDATES 

CD32 and A1200 owners can find out exactly 
how many times we use the word ‘enhance- 
ments’ in this month's four-page spectacular! 


84 REPLAYS 

We're getting sick and bloody tired of re- 
reviewing stuff like Sleepwalker and Premiere. | 
wish they'd bog off and die. Really | do. 





Coe). eC 


ll 
bloke is back — but 


| ee eet) 
of Semtex! We ask 


Se ed oars 
awkward questions. —__ 





88 KILL ZONE 


You'll find lots of tips and complete solutions 
here. And all the pages are black, for some 
strange reason. 


99 COMPETITION 


Win the chance to reach for the virtual skies as 
Rasputin offers to pay for an hour-long session 
on a proper flight simulator. Like the ones 
they show on the telly. 


100 KICK OFF! 


Those Sensible Software boys really are quite 
crazy. This month, not only have they decided 
to do no work on World of Soccer, but they've 
even taken some of the old code out — so 
there's even less to talk about. 


102 PD ZONE 

The part of the magazine where we give pub- 

lic domain software its very own ‘Zone’, what- 
ever that may be. Anyway, it’s probably worth 
reading if you're sat on the toilet right now. 


10/7 BACK ISSUES 


Order old copies of The One — as long as you 
don't want February or March 1994, that is. 


108 SUBSCRIBE 


Join our ever-growing band of tonsured 
acolytes by paying for The One in advance so 
that we get all the interest and don't have to 
pay the newsagents any money. (Just joking, 
Mr Newsie!) Oh, we'll send you a fab free 
game in return, though. 


110 RECOMMENDED 

Every time one of us mentions the word ‘Rec- 
ommended’ we all begin to sing Electronic's 
nit tune ‘Disappointed’, swapping both titles 
as we do so. It's quite sad, really. 


1714 NEXT MONTH 

surprisingly, we've decided not to publicly 
humiliate anyone this month. Maybe we're 
getting old or something. 





HARDCORE...38 


CT te 


| score. Or at least you 
| will do after you've 


CMe sarily 
informative Work In 
Progress written by 
ee a eT 
Pees eel oe 
et ee 
ea oe 
Pe 
can-style games since 
Et eS 
game. Which was Turri- 
can 3. 
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GAMES FEATURED IN THIS ISSUE 
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ON THE DISKS... 
Pe UO fot me ee EA 
PO ea ee 


; : “ fee tare 
Pee 


EA) BOOT SECTOR 

















VA 
aes 
am 
| Ocean 
Well here it is folks, so grab my Nutz. Once you're 
~ Ha ha ha. Yes, it's very funny isn’t it? up, you can use left and right to 
| | Never mind my silly innuendoes, rotate — diving to pick up speed and 
we've got tons and tons of Mr Nutz then swooping back up to higher 
for you to play, so grab your joystick areas of the level. 
le and do-o-o it. I know I've been brief here, but | 
1. Pluck the disk of I'd like to apologise for the above once you get going, | doubt you'll | 
| your choice from se ah it's late a I've had = need this _— ~~, — that's wh ee 
a long day (Liar — Simon.). Anyway, how gorgeously simple it is! 
| the cover of your down to the demo... ce . io 7 . ! Soi your mates that you're ‘really hard’ 
| favourite mag. It’s all fairly simple platform fod- Seay : by Smacking Ste crocodiles over the 
der here, so just run from the left of head with a huge mallet? Well, it's 
2. Chuck the afore- | the level to the right, collecting as ie eT a8 ee your 
- : a many gems and power-ups (invinci- ee ene. ees: 22 gs 
mentionedly quite bility etc) as you can, while avoiding something that we founee ans ane 
3 a delicious disk into all the nasty chickens and spikes down eee of ie I"m 
- a | scattered around the place. sure you Cont need me 10 ten you 
O your disk drive and Mushrooms" can be used to that the idea here is to move the 
rn turn it on John. bounce to higher levels, as can chick- | hammer over the ‘happy smiling 
a | ens (if you press fire when you | egg/mole things’ and smash them, 
Wie | 3-Checkthe title | foie crtnir nests) Youreerve | but | have done anyway, so thats 
* screen and select watch out for the rather nasty wasps » that really. Oh yeah, have fun. 
; r = as well as egg firing chickens, not to j With fire to fi ls h \ H 
, the same aoe d like | mention strange chickens (lots of | With wo ieee | Shine a ra Pete 
to play with the chickens here, aren't there?) that dis- | to fly * 
mouse or function guise themselves as bushes (!). 
= If you take a hit, all is not lost, as | 5, 
keys. Doddle. your hit point will actually run | je¢t, 
eo | 4 around the screen for a while, and | Rotate | 
| 4. Get with the should you collect him in time, will a 
@) | program and a hg top of the screen lying Do beg 
: where he belongs. really 
‘aa spread the word. If you managed to collect a spe- think 


, : z | | any- 
cial magic wing, you can also take one 


part in some flying squirrel fun by looks 
taking a run-up, and then pressing at 
up and fire while you're in the air. Duck/With fire to stop flying | these? 


| AMIGA 
| I'm ‘outta here. Deena 
Heh heh heh. 





Hammer down 





BOOT SECTOR 


So much to talk about, so little space! Matt Broughton tries to think of something 
funny to say about not having much room in his trousers either. But doesn't. 








DISK A DISK B 
Ocean 
Psygnosis 
Rasputin 
P PD 
PD 
PD 
od dd dd 
Clockwiser is one of those Boot Sec- 2 7 aad Once again we've managed to bring 
tor nightmares that's simplicity itself ai) you a huge playable dem’ from Psyg- 
to play, but if you try to explain it in a as a nosis with more fun to be had than 
your job then — Simon.). In honesty, -- a aoe Maybe. Maybe not. 
i'd suggest you just have a quick - —_— Puggsy is an intelligent chap, able 


play, then read these instructions... 

You done that, yeah? Okay, well 
as you've probably discovered, the 
aim of the game is to manipulate the 
blocks and objects in the left section 
of the screen so that they match the 
pattern in the right. You do this by 
making ‘fields' for the blocks to 
move around in by clicking and drag- 
ging the mouse cursor using the left 
button. Once you've defined a ‘field’ 
you can use the bottom left icons to 
rotate the blocks either clockwise or 
anti-clockwise, remembering that in 
most cases, gravity works just as 
you'd expect. | say ‘in most cases’ 


This is a game for up to four players 
lone computer controlled) and is basi- 
cally a game of flag collecting, while 
avoiding or attacking the enemy. You 
can select between ‘tank’ or ‘boat' 
games from the main menu, along 
with joystick or mouse controls. 

The screen is split into four sections 
showing each player, as well as an 
area of free space. It's up to each play- 
er to travel around the map collect- 
img as many flags as possible and 
returning them to home to base. 
Whoever has the most flags when the 
time runs out wins. Simple, innit? 

Should you perchance come across 
any of your fellow players, you can 
either run away, or try to kill them 
with your pixel-like shots. Try to raid 
your opponents’ bases, but don't be 
surprised if their automatic gun tur- 
rets retaliate. 





because — as you'll find out for 
yourself as you plough through 
these 16 levels — there are a number 
of interesting blocks that have a vari- 
ety of effects. Along the way you'll 
find exploding bombs, asexual crys- 
tals (honest!) and, er.. tons of other 
things too. 

Oh anyway, you can work it out 
for yourself, ‘cause | did, and | still 
did alright. If you're still struggling 
(Spaz!) just select the ‘demo’ option, 
and sit back while the computer 
helps you (you pathetic thing you). 
Have fun. 





to interact with just about anything 
he comes across, and must make use 
of, er... just about anything he comes 
across in his quest for ‘finish the 
level-ness’. 

The general aim of each level is to 
get out through the exit, but as 
you'd probably expect, this isn't 
always a simple matter; with puzzles 
to be completed and doorways to be 
opened along the way. The key to 
success lies in making intelligent use 
of everything around you. Objects 
can be used to stand on, to throw 
around, or even to catch onto the 
side of ledges too high to reach by 
ordinary means. To do this just rock 
up and down once you've caught an 
edge with your held object (you'll get 
the hang of it eventually). 

Objects can be given a super 
throw by jumping and firing at your 
apex but other than that, it's all 
down to good old logical thinking. 
And a bit of luck. 


To be quite frank, | only recently 
wrote 350 words about this little PD 
game, and I'll be buggered if I'm 
going through all that again. So do 
me a favour — turn to page 102 and 
read PD Zone while | pop off down 
the pub, will you? Cheers. (Much 
jostling and punching of faces later.) 

Oh, sorry about that. Apparently 
Simon thinks it's rude to be realistic, 
$0 I'm going to quickly go through it 
all again, even though it's about the 
most pointless thing since the Con- 





DISK A 
Core Design 


Team 17 





Baddies roam some of the levels 
and can either be killed by holding 
a gun and hitting the space bar, or 
by throwing objects at them. And, of 
course, what game would be com- 
plete without the good old ‘jump on 
their heads to kill them?’ well not 
Puggsy anyway. 


Jump/Rock on 
a ledge 


Pick up object/ 
Space to use 
? 






Move 
right 


Move. 
left 


Rock on a ledge 
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tents page (Do you like working here 
beard-face? Simon.) 

You play the part of Santa, 
and you've got to work your 
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way around the screen collecting as 
many gift boxes as possible before 
the time limit runs out. The platforms 
will only allow Santa to pass in set 
directions (shown by the arrows) and 
gaps may also be used to drop to 
lower platforms. Should Santa find 
himself fate to face with a ‘jelly 
thing’ (not that ‘jelly things’ have 
faces, | imagine) a quick tap on the 
fire button will make Santa splat ‘em 
to hell with his large.sack (chortle etc 
yawn). Have fun an’ all that. (Nice job 
Matt; up to your usual standard | 
thought. — Simon.) 


Now this is just what | need after © 


three disks' worth of Boot Sector — 
something so easy to describe that 
it can be done in a matter of seconds. 


Banshee is the sort of game that 5 


takes me back to the days before 
RPGs and stuff, where you flew up, 
down, left and right. Oh yeah, and 
shot things. 

Well that’s what Banshee is, so |'l| 
avoid patronising you with much 


more descriptive other than to say = 


that your craft's status is shown in 
the bar to the left of the action, and 
power-up icons can be shot to cycle 
through the available effects. You 


BOOT SECTOR 


Hit things with 
your ‘big bag’ 
* 


Sod 
off 





santa goes, er, down 


can also hit the space bar to go into _& 


an emergency roll should things get — 


too hairy! 
And, er, that's it! 


You play the part of a strange 
thing, who has to run about in the 
best platform game _ traditions, 
‘doing’ lots of platformy things. 
Everywhere you go there'll be tons 
of fruit, coins and jewels to collect, 
along with loads of rather strange 
nasty animals to avoid. Most baddies 
can be dispatched by jumping on 
their heads, but watch out for some 
that have nasty sharp pointy backs. 

Other than that, it's all fairly self 
explanatory, and nothing that you 
wouldn’t have known anyway had 
Simon let me tell you to just read PD 
Zone. But of course let's not forget, 
he is a four-eyed git. (Oh very clever. 
Do you feel better now? — Simon.). 





View down/Swim down 


Santa goes up 
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Older readgrs may recall that the 
original Waggle O Mania caused 


quite a sensation when we gave it | 


away a few years ago. Well, prepare 
to be knackered once again as we 
present this EXCLUSIVE joystick 
breaker from Team 17. So if you 
fancy a good old one-hand-workout 
(and | don't mean anything, er... 
well, you know, er.. saucy) then this 
is for you! I'm certainly not going to 
waste space explaining, because all 
you've got to do is be able to wiggle 
a joystick from left to right and back 
again as fast as possible. Oh yes, and 
lots of times. 

The game can be either played 
as a one player ‘score as much as 
possible in thirty seconds’ affair, or 
as a two player ‘who can get to the 
top first’ race. Other than that, pre- 
pare to ache, and get going. 
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WAGGEEOMANIA 2 


Due to the large number of duplicate disk 
made, the odd lad don’t dance like he should. 
We're very sorry if you've got one of these, 
but don't despair, help is at hand. Whatever 
you do DON'T SEND THEM TO US! Instead, 
send them to this address with a SAE for 28p: 


The One Coverdisk Returns, 


Diskxpress, 

Unit 3, 

Old Coalyard Farm, 
Northleach, 


Gloucestershire GL54 3EP. 


Once you've done this you can talk to any 
friends you have until your replacement disk 
arrives. If you think that you can solve your 
problems down the phone, call the Diskxpress 
helpline on (0451) 860770 between 3pm and 
Spm on weekdays. Do you really want to hurt 
me? Do you really want to make me cry? 


The Small Print Bit. 


1. Whilst we here at The One make every effort to check 
the coverdisks for all known viruses, we can accept no 
responsibility for damage caused by viruses which may 


have escaped our attention. 


2. The One and its retailers are not liable for any unnoti- 
fied changes to the contents of the coverdisks which may 










== PROS SE 


Soabs Oe UE ore ll 





Nail ee =) Cs ‘ah the helicopters you could ever want 


ra 




























Easy to install 2.5° upgrade kits 

Full instructions and cables where necessary 
All drives supplied with formatting 
instructions and sottware 

Free fitting available- phone for details 


| 20MB HD upgrade kit...........0005.8 £65 
40MB HD upgrade kit..........00., £135 
bOMB HD upeprade kit................ £156 
B5MB HD upgrade kit................2169 












120MB HD upgrade kit.............. £199 
200MB HD upgrade kit.............. £270 


HIGH CAPACITY HD'S 


These prices include collection, delivery 


and free fitting, all guaranteed 3.5° 
drives. Phone for details. 


Ergonomically sound 

Facilitates up to three external floppy 
§ drives 

§ Made in the UK 

Strong and robust 

Aesthetically pleasing 

Keep your desk neat and tidy 
Supplied complete and assembled 
with free mouse mat 


A500 Workstation 
AbOO Workstation ............0....0.000 


A1200 Workstation ...................0£34 | 
Workstation coverall dust covers....£7 
Mause House.........cccccccssceees ween kd 


191949 «0582? 491949 - 0582 


| AT200 with 40MB oo... 0. ..ccceeceseerrse £384 
AT2O0 With GONMB .......cc.cceresscecessseess £410 
AT200 with SOME. .......cccccesecsssecnseees £439 
AI200 with 120MB si..ccccccseccs cess i £473 
A1200 with 200MB......cccc000..000, £544 


} Combat/Innovations pack add to above £45 














250MB £249 340MB £389 540MB £539 
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WTS Electronics Ltd, Chaul End Lane, Luton, Bedfordsk 


AMIGA 1200 PACKS 
32-bit 68020 full power 
Two joysticks & mouse 

Free paint package software 
Mouse mat 





A1200 standalone ...........0....0....c0000.2 74 
AT200 with 2OMB .....cccc0cc-c0se--ceee.s eo Od 


CD" Spectacular Voyage inc. Chaos 
Engine, Micronism.,................8279 
New full motion video, allows video 

CD's to be played on the CD” - £197 
Lead ior CD” to 1085 monitor £14.99 | 


AMIGA 600 
AbO0 Wierd, Wild & Wicked pack 
Includes Delux Paint 3, Micoprose 
| Grand Prix, Silly Putty, Pushover and 
further free software 


ABOO WW & W........... rr £196 
A600 WW & Wowith 2OMB HD .£27 

A600 WOW & W owith BOMB HD .£359 
AbOO WW & W + 1.3 ROM.......£278 


TDK high quality DSD(10) disks £9.99 
Computer Mall OSD(10) disks........£6 
f jet Fighter joystick ..............--£13.99 
B Apache jOystick.....ccccrese--o0ekO.99 
Python joystick. csc: ink alles £9.99 
| Zipstick joystick 
| Zi-Fy SPC AaKEPS....cccccecaccseses...sceeee £36 
A500/A600/A1200 dust covers ..£4.99 
A500 modulator £36 
Bue joystick 
4-Way mains extension block....£7.99 
0 ne 
A500 internal replacement drive £47 


AMIGA 4000 PACKS 















AGA chip set 
68030/40 processor 
Co-processor option 
2MB/4MB RAM 





A4000 030 with BOMB HD & 2MB ,...£899 
A4000 030 with BOMB HD & 4MB ....£999 
A4000 030 with 120MB HD & 4MB £1069 
44000 040 with 120MB HD & 6MB £1999 
New A4000 Tower Systems .............. £EPOA 



























High quality memory expansion 
Easy to fit full instructions 
Co-processor option 


ProRAM 1200 simply slots into the 


expansion port under the trap door 






ProRAM 1200 2K4B ...0......00..cc000 E 


ProRAM 1200 4MB ...cccccccccccose209 | 


ProRAM 1200 BMB...................289 


| ProR AM PCMCIA A600/A1200 
Mae Veet 2 eee 
NS te 


ProRAM 1MB AGOD .................008 £32 











SCANNERS 


Allows image processing in a usetul 
and unique fashion 
Comes complete with manual 


: ee 
One of the fastest growing applications 


for home and professional users 
High specification coupled with cost 
effective pricing 


| 64 greyscales 100-400DPI 
Fully compatible with Delux Paint 4 
| Advanced software 


Power Scanner 3 (A500/41200)..£102 
Naski mono (ASOD) wc... cece 
Power Scanner 4 

Power Scanner colour 4............. 
Epson GT-6500 (inc.software) ....£599 






















14” Hi-Res colour display 
Complete with cable 
Includes integral stand 
Full UK warranty 





Commodore 1084/1085s............£194 


Philips 14155A monitor’T¥V........ £1a4 
Micro Vitec .28 1436 ine. stereo .£309 


A1200 5VGA monitor ......--....-006 £228 | 


(display hi-productivity modes, not default) 


Commodore 1940.2... eee BLOF 


§ Commodore 1942.,........0......0..£334 


Tilt & Swivel stand ........c00 cee 
Monitor dust cover ............--...-: £4.99 


1.5m monitor ext. cable........ £14.99 
Simply add £28 for workstation of your choice 
when purchasing the abowe] 


PRO ROM SWAPPER 


Swap between Kickstart chips 

Fits A500, A500+, A600, Al 500 

Auto swapping via keyboard control 
Flexible cable allows the swapper to 
work in conjunction with accellerators 
Simple to fit- full instructions 


| Pro ROM Swapper........ or... 18 | 
| Pro ROM Swapper+ 1.3 ROM E35 | 


Pro ROM Swapper+ 2.04 ROM.....£40 


KICKSTART ROMS 


Kick Start ROOM 2.04... .cc.cccccececcccer eed 
KickStart ROMeis3ua.iuade............ 17 
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PRO AGNUS 2MB 
Provides a full 2MB of Chip Memory for the 
Amiga 500 and AI500/2000 * Designed and 
built in England * Supplied with 8375 Obese 
Agnus *Iincludes 2MB Memory on board in 
the iorm of low power Zips ® Allows. the pro- 
cessing of elaborate animation and sound 
P|) sampling * Provides the same max. chip memary 
} as the Al200/A4000 & 5004 * Increases 
addressable memory space from 9MB to 10MB 
«Complete with full instructions and flying 
leads *British made 
Pro Agnus 2MB., “ily 129 | 


(Free titling av ailable - phone for details! 


A500 MEMORY EXPANSIONS 


A500 Pro-Ram 0,.5Meg Upgrade 
Allows 1MB software to run 
Chip memory compatible 
British made 


POW haut Chock 6.5... 00... .uy.. ots... ae ee 
Witreleék ......0.ccanele.. dE 


A500 Pro-Ram 1.5Meg.Upgrade 
Gives a full 2MB of memory................678 


A500+ 1MB Meg Upgrade.............. £29.95 











POWER SUPPLY UNITS 3.5” EXTERNAL DRIVE 













Kick Start 2.04 .. 
| KickStart 1.3... 
| Riek Start ROM Swapper... 


(Swan behween Kbck Starts) 

Fatter Agnus SPD IED. 0 on vseec send 
Obese Agnus 8475... 

Hi-Res Denise. eee 

IMB x 4 Simms chip). 

IMB x 4 Zips .. a 

8520 CIA.. Fe ree ees nunca tthe teen 
BF Simm TMB csoccesss 
2Simm 2MB ea... £104 
F2 Sir AMB vc cctssescseessseecse. cwi£149 
J2 Stim BMB ..ceiis. ccc. costes... care DBO 
ASO0 modulator, tas) a fis s+ aati 


High Quality 
Renowned and proven reliabilty 
Anti-click 

Long moulded cable 

Slimline design 

High impact plastic 


High quality premium range of Amiga 
} printers 
Two year manufacturers warranty 
Complete with cable 
Citizen registered for dealer plus service | 


‘Allows the addition of peripherals 
| withoct Gamage to computer or 
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| Wihy resk damaging your expensive kit 
aber oo timple investment will 
emore tata! peace of mind now and 






Swift 9O Cohour isicc..ccccccees--.ecee bdo? 
Swift 200 Colour .......................£189 
Swift 240 Colowr......................£219 


Panasonic KXP 117 0 at 
9 pin AD cokwnn, 19CP5 Drath 





Cumana external driv@........ cc bb? 
Cumana external drive + 100 
Capacity disk box ....................... £61 
Cumana external drive + 100 
capacity disk box 20 blank disks ..£66 
| A500/4500+ Internal =e 
























WEE SUDO Unit 











| Al200 Power supply unit.......,.£54.95 B disk drive.. act Panasonic KXP 2123 Colour.......£205 Replacement MOUSE s--:visics..cok 13099 
ABOO Power supply unit..........644,95 A600/A1 200 Internal replac ement | (24 pin BO column, 192CPS Dratt | A500 Internal Disk Drive............47 
| A590 Power supply unit.......... £44.95 disk drive.. : ee HP Deskjet 500 Colour | AbOO/AT200 Internal Drive 


| 3.5" IDE/2.5" IDE cable ,.........€19.99 


GVP HD Power supply unit .....£49,95 
| Spike surpression plug ...........£14.99 


CD32 Power supply unit......... 


A2000 Internal replacement — 
ty eh ee 








Now the power of the modem is within your grasp with the advent of these cost effective Pro range of hi sc modems. Auto-dial 
auto-answer, Hayes compatible. 

Pro 2400 FP - Fax Modem v22, v22 BIS, V21, V29, V27 TER, 300-2400 BPS/Fax 9600.....£79 

Pro VC144E - Fax Modem v22, v22 BIS, V21, V29, V27 TER, V32, V32 BIS, MNP1-5 ....£189 


All modems inclusive of Comms software, leads and power supply. 


How to make your Amiga into a robot controller - Ask for catalogue 


| SALES HOTLINE 0582 491 949 (6 LINES), 0480 471117 (24HR), FAX 0582 505900 


eS Credit card ordering by phone is easy. Simply phone our sales hotline quoting your credit card number., expiry date, name and address and the products you wish to order and we'll 
Ge the rest. Alternatively write the above details on your letter when ordering by post. 
When ordering by post in cheque form please write your cheque card guarantee number on the reverse of the cheque and send along with your order. Postal orders are also accepted. 


=, MINIMUM ORDER AMOUNT £15.00 
WO DELIVERY CHARGES TO UK MAINLAND, Should you wish your order to be sent by courier service please add £5. this method secures the item with full insurance, not express. 
























WARRANTY: One year warranty return to base. ONE YEAR EXTENDED WARRANTY: Available on all products at 10% of purchase price when ordering. 





Where to find us! 














‘Head Office Computer Mall Bedford Computer Mall St.Neots Computer Mall Hertford Computer Mall Dunstable 
SS Electronic Lid The Harpur Centre Priory Mall Shopping Centre 49 Railway Street 64 High Street North 
Chaul End Lane Bedford St. Neots Hertford Dunstable 
Luton 0234 218228 04860 471117 0992 503606 Bedfordshire 
0582 491949 0582 475747 


2 A eS OF Prades aver” ane subyec) to availability. WTS neserec the night in amend pn Ce OF subedi lute sulable product without print notice, Sticky payenent with order . Please alle fw 28 cls tor delivery, Due to availibelty and the te chrical rater of some penducts even when ie glock delays ray oocur in ences of 8 day £ & OE, 









here’s a wise old adage in 
the games business which 


says “one good bundle 
deserves another”. Okay, there isn't. 
But what a fine way to introduce a 
story about the new CD32 Spectacu- 
lar Voyage pack, announced just 
after the Amiga 1200 pack which we 
featured in last month's news. Okay 
it's not. But we were desparate. 
Spectacular Voyage is a showcase 
for two of the best CD32 titles so far. 
Psygnosis’ Microcosm is already a 
legendary CD game and although it 
has its critics, its technical quality 
does mark it out as something of a 
landmark. Renegade’s Chaos 
Engine has already wowed 
Amiga users in its 1200 incarna- 





tion. Now it has its chance to do the | 


same for CD32 twiddlers. See the 


review this issue to find out how fab | 


it is. 

While stocks last, Commodore will 
include the four games from the 
existing bundles in the Spectacular 


Voyage. That's six titles and one | 


state-of-the-art 32-bit CD console for 


£299.99. Find us a better bargain | 


than that and we'll be impressed. 


This is the third CD32 pack, fol- 
lowing the unnamed Diggers/Oscar | 


bundle which launched the machine 
last September, and the Christmas 


bundle Dangerous Streets (with Dan- | 


gerous Streets and Wing Comman- 


der). Spectacular Voyage Is in the | 


shops now. 
























YOU MAKE ME 


DIZZY 
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odemasters has commited 
itself and its favourite off- 
spring Dizzy to Amiga CD32. 
This summer will see the company’s 
first two CD titles hit the shelves. 
They are all ports, but Codemasters 
has indicated that they may be 
enhanced for the new format. 
Captain Dynamo, the platform 
puzzler featuring conveyor belts, 





rope slides, water tanks and all that 
malarkey, is the first. It will cost just 
£14.99 on CD. 

Then there's the Dizzy CD Collec- 
tion. If you bought this on floppy it 
would seize a hefty chunk of your 
shelf space and set you back £80. On 
CD32 this compilation of 10 games 
comes in a panatella-sized compact 
disc and costs £21.99. 

The games featured are Kwik 
Snax, Spellbound Dizzy, Panic Dizzy, 
Bubble Dizzy, Dizzy Prince Of The 
Yolkfolk, Fast Food Dizzy, Magicland 
Dizzy, Treasure Island Dizzy, Fantasy 
World Dizzy and Crystal Kingdom. 

A spokesman for Codemasters 
said further releases will be lined up 
if these go well. The highly acclaimed 
Micro Machines, which is being put 
out on PC CD-Rom, could be among 
them. So keep ‘em peeled. 


There's no such thing as a sure thing, but ESP Software boasts that it 
will come pretty close with Oracle Racing System. Basically, this pro- 


gram recommends winning horses from its database after important 


details are fed into the software every month. 


It all sounds pretty compliacated but ESP points to 146 winners and 


62 placed horses from 245 recommended bets in its first seven months. 
Hang on, though — where's the catch? Well, it'll set you back £99.95 
to start and, obviously, it's no good unless you're over 18. 

Oracle Racing System is one of the many mail order programs avail- 


able from ESP. Others include the sports-sims Professional Football 


Masters, Stable Masters, Formula 1 Challenge and CricketMasters. With 





Football Masters you even have the option of playing by mail! 
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reen flowing locks have never 

been so inexpensive — Psyg- 

nosis has tied up a deal with 
Boots and WH Smith to sell Lem- 
mings at bargain prices. 

For a limited period only the 
stores will sell Lemmings for £14.99, 
Oh No! More Lemmings for £9.99, a 
double pack featuring both for 
£19.99, Lemmings 2 The Tribes for 
£19.99 and a limited edition Lem- 
mings 1 and 2 for £29.99. 

The promotion is collected under 


the banner Lemmings For Breakfast. | 


There'll be a special coverage on The 
Big Breakfast. But you'll need to get 
up really early to catch that.. 


MONITOR DROUGHT AT AN END 


Wy he monitor shortage which 
: has plagued Commodore 
since Christmas looks set to 

end all at once. ZCL, a distributor 
which supplies products to retailers, 
has just announced the availability 
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of the catchily named Microvitec Pro 
Graphics Multi Sync monitor. It is a 
high-spec piece of kit designed to 
exceed the performance of the 1942 
which is the preferred monitor for 
Amiga 4000 users. Meanwhile Com- 


THOME Tce ae OF 


modore has just replenished its 
stocks of 1084s. Supplies ran out fol- 
lowing a jump in demand when 
Philips pulled out of the Amiga mon- 
itor market just before Christmas. 
Wasn't that interesting? 
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FREE 
VERDICT PANEL! 


l 
! 
Yes it’s true. Last month we |! 
decided that we didn't want to | 
print the correct Veridct panel | 
with the scores for Bubble ‘N’ | 
Squeak. Oh no, we were being | 
cool and hard and funny and f 
lots of other things like that. i 
Oh, all right, we messed up. ' 
But the truth of the matter is no- 
one here at The One noticed i 
until someone claiming to be 
called Brian Lowe from Mid- 
somer Norton wrote to us to 
point the error out. 

We're not ashamed to admit 
we make mistakes. But we don't 
necessarily want anyone else to 
know about them. So printed 
below this text is another Verdict | 
panel with the correct scores for 
Bubble ‘N‘ Squeak. We'd like you 
to cut it out and glue it over last | 
month's review so that no-one 
else finds out. Remember: it's 
our little secret. Thanks. 


> 
! 
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Virgin Interactive has put its money 
where its ideas are by buying a 
stake in Revolution Software. 

Revolution, the Hull-based adven- 
ture specialist, has had its last two 
Amiga games Lure Of The Temptress 
and Beneath A Stee/ Sky published 
and marketed by Virgin Interactive . 
Now, the games giant has acquired 
25 percent of Revolution in an effort 
to take on LucasArts and Sierra On- 
Line. Which we're sure they'll have no 
trouble doing. 





icrocosm has rocketed to 


the top of the CD32 soft- 
ware chart with sales of 

16,000 in its first few weeks. 
Psygnosis’ (inner)space-sim was 
expected to cause a major splash on 
the platform and that's just what is 
has done. The company is out of 
stock and expects to sell even more 
when it has duplicated a new run. 
Microcosm is something of a key title 
for Commodore. It is featured in the 


Revolution’s boss Charles Cecil 
said the deal offered: “the opportu- 
nity to exploit new technology and 
fulfil our ambitions in state-of-the- 
art games design.” 

Two more titles are under way 
from Revolution. Virgin is sure to put 
its not inconsiderable marketing 
muscle behind them. It has already 
booked up Dave Gibbons, the awe- 
somely talented comic artist behind 


Beneath A Steel Sky, for special sign- | 


ing sessions. 





latest bundle and has been named 
as the 50th title in the ever building 
software roster. 

Last month we reported that 
CD32 had topped the CD software 
sates chart for the first time. It looks 
set to stay that way. By mid-March 
cp3z had cemented its position with 
a 44 percent share. In the coming 
months new titles will include Jun- 
gle Strike, Kick Off 3, James Pond 3 
and many more. 


REVOLUTION 





SOFTWARE LTD. 
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ames design will line up 

alongside medieval history 

and agricultural studies as a 
legitimate degree course from this 
coming September. 

Follwing an initiative by Domark’s 
European Distribution Manager Rus- 
sell Ferrier Middlesex University has 
agreed to establish the degree, the 
first of its kind in the UK. 

Applicants will be financed by 
software houses. That means cash 
for course fees, accomodation, 
Suede records, dreadlock hair exten- 
sions. However, it's unlikely that this 
cash will be spent on personal 
hygiene products 

Ferrier said: “It'll put the United 
Kingdom on the map. We're leading 
where the other countries are not. 
Japan is the only other country with 
the development bank to enable 


| courses like this to exist.” 
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AUDIOGENIC- 


THROUGH TO WEMBLY!| _ 





he majestic thrust of the 
twin towers, the regal sweep 
of Wembley Way, the deaf- 
eng roar of the capacity crowd, the 
‘agence of overpriced hot-dogs. Yes 
Wembley is more than just a sports 
StaQum. And now its name has been 
snapped up by Audiogenic for a 
senes of new sports-sims to be 
released later this year. 

Wembley Rugby League will be 
avaliable on Amiga 1200 from the 
week before the Rugby Leaque Chal- 
tenge Cup on April 30. No price has 
been finalised. Wembley Interna- 





xperts have predicted long 

delays to building work on 

the by now infamous “infor- 
mation superhighway” which many 
predict will be the future of com- 
puter gaming. 

A succession of industry analysts 
poured cautionary cold water on the 
suggestion that there will be a mad 
scramble to build digital routes into 
people's homes at The Age Of The 
Digital Home conference in London 
on March 23/24. The “superhigh- 
way” would cash in on digital tech- 
nology to deliver movies, TV, shop- 
ping, banking, infotainment (eek, 
crap new word from America alert!) 








tional Soccer will be launched on the | 


1200 and CD32 a week before the | 


Cup Final on May 14 at £29.99. 
Both titles feature two gameplay 
alternatives — the bird's eye view or 
the standside TV-style view — and 
will probably very different to the 
screenshots shown here because 
they are taken from a very old 
Audiogenic game. The company says 
more Wembley games 
announced later this year and you 


can be more than sure that keep you | 


will be | 





posted. Let's just hope we have more e ss, 


luck with the screenshots. 


and, of course, games, straight 
down a single cable and into the liv- 
ing room. The idea is that you would 
call up a menu on your TV screen, 
click on games and scroll through all 
the available choices. When you've 
selected the one you want it is 
downloaded into the “set top box” 
which sits on the telly and controls 
all this technology. 

Well, that’s the idea. But loads of 
lawyers, economists and academics 
say goverment regulation, confusion 
over royalty payments and technol- 
ogy feuds will slow it all up. Then 
there's sheer consumer bafflement. 
One specialist showed figures which 





said that 77 percent of people have 
never used a fax and 66 percent have 


never used a PC. The great 
unwashed public don't appear to 
like technology very much. 
Technophobia won't stop the 
multinational corporations. Compa- 
nies like BT, Cable & Wireless and Bell 
Atlantic want to build the digital 
superhighway and various experi- 
ments are taking place as we speak. 
BT has a ‘video on demand’ experi- 
ment going in East Anglia, Microsoft 
is doing a test case in Seattle while 
Silicon Graphics is hooking up 4000 
homes in Orlando. So it should be 
over here by the 23rd century, then. 
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ith my Amiga | hon- 

our you, with my 

Amiga | worship 
you, and all the Amigas that | 
have | give to you”. 

Okay, these were not the 
words with which Tony Cooper 
married his fiance Janette (we 
don't know her surname, I'm 
afraid) in Portsmouth on March 
19 — but they might as well 
have been. The adoring couple 
first got together when their 
eyes met across a keyboard two 
years ago. 

Both are complete Amiga 
nuts and it was after Tony did 
a bit of a repair job on Janette's 


printer that sparks started to 


fly. Now, their two Amigas are 
as one. Sort of. 

Amiga based romance 
comes as no surprise to The 
One team because we're so . 
knee-deep in ‘babes’. No, really 
— | spoke to a real-life girl the 
other day in the supermarket 
and everything. So ignore those 
playground taunts keep playing 
on your Amiga and success 
with women will come. 








erry Carrington is not a man 
who gives up easily. Andy 
Nuttall our new egg — was 
settling into his job quite nicely until 
Terry decided to ring him up. “Have 
you seen the disk | sent you?" 
inquired the voice over the phone. 

“Er, no — | haven't had time,” 
explained fresh-faced Andy, rather 
apologetically. 

“Well | think you should,” shout- 
ed Terry, “because our game, Val- 
halla and the Lord of the Infinity 
really is quite good.” 

Andy muttered something about 
possibly doing it later and moved on 
to other things. “If that git thinks he 
can force me to look at a disk just 


he first signs of genuine 

activity on the Video CD front 

have emerged in the shape of 
three releases from a company 
called Castle Communications. 

Castle, apparently, is a long-estab- 
lished video and music label with a 
huge catalogue of programming. It 
has declared itself completely sold 
on the Video CD revolution and is 
busily lining up literally hundreds of 
releases on the new format. 

The first three will be available on 
April 18. They are Pavarotti Nessun 
Dorma, The History Of Aviation and 
Dinosaurs Myth & Reality. Prices will 
be set by individual retailers but Cas- 
tle expects them to settle at around 
£15.99. 





because CU Amiga thinks its quite 
good then he’s got another thing 
coming,” he sobbed. 

When we explained that even the 
Yellow Pages has more Amiga games 
knowledge than we do and as such 
anything the ‘Great God CU’ thinks 
must immediately be right, he decid- 
ed to act. 

Thank goodness he did because 
Valhalla is looking quite groovy — 
even at this early stage. It's billed as 
'The First Ever Speech Adventure’ 
and centres around the exploits of 
the Prince of Valhalla. This cuddle- 
some character walks and fights his 
way through four massive levels of 
top-down arcade adventuring but 


Regular The One readers will 
know that Amiga CD32, with the 
addition of a full motion video mod- 
ule, is one of only three currently 
available Video CD platforms. The 
others are Philips CD-i and PCs when 
fitted with a special card (we really 
know what we're talking about, 
don't we?). 

But CD32 is gaining particularly 
high praise from new developers. 
Castle's lain Davie said: “It’s a long 
and detailed process encoding discs 
for all the different platforms avail- 
able but the CD32 has been the eas- 
jest of the lot by far and the results 
have been truly impressive.” 

All the above titles are linear (like 
videos rather than games) but they 
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the difference here is that he actu- | 
ally speaks to you. Vulcan is claim- | 
ing that the main character has a | 
vocabulary of over 1000 — that's | 


one thousand — words! To top it all, 


the compdny claims that even | 
though there will be at least five | 


disks full of speech, there'll be no — 


disk swapping during levels! | know | 


— incredible, isn't it? 


We'll be taking a more in-depth | 
look at this promising game next | 
month, but in the meantime take a | 


look at this screenshots. 


Oh, one last thing, Terry: we're 
sorry truly we ever doubted you. A | 
bunch of flowers will be dispatched | 


in due course. 
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will have all the CD benefits like skip 
and search. 

Further ahead Castle will release 
three more ‘edutainment’ titles on 
May 16 and some additional music 
titles by July, with artists like Alice 
Cooper, Iron Maiden, Aretha Franklin 
and Spandau Ballet to be included 
in its portfolio. 

The three other music companies 
commited to Video CD — BMG, Poly- 
Gram, and PMI — _ haven't 
announced release dates yet. But 
discs featuring Tina Turner, David 
Bowie, Eurythmics and Iron Maiden 
are expected by June. 

Meanwhile Philips has announced 
its intention to publish discs in the 
universal standard for the first time. 
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Previously its FMV movies were all 
tailored to CD-i (even though CD32 
still played them) but now the com- 
pany has adopted the standard just 
like the rest of the industry. 

A company spokeswoman was 
unable to supply any details of 
which titles we can expect to see but 
Philips has good links to the film stu- 
dios, so there could be some great 
movies among them. 

* Commodore's CD32 full motion 
video add-on is still some weeks 
away from being widely available. 
Engineering complexities have held 
it back from the market since early 
1994 but it should be with us this 
month. A few hundred were shipped 
out in February. 
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Manchester United won the first Premier League competition and look set 
to win the second. Whilst the Manchester United team have practised 
their skills on the training ground, Krisalis' top team of programmers 
have foiled to perfect a football simulation which will give the player a 
more realistic reproduction of the football season together with its 
injuries, suspensions, tactics and careful foreword planning that could 
dictate the success or failure of your chosen team before you have even 
picked up your joystick and pressed a fire button in anger. 


Tocti-Grid™. An advanced form of strategic control allowing complex 
formation design and individual player match tactics. © Up to 4 human players 
con take control of ony Premier League, Endsleigh League or GM Conference 
dub. © Play full and accurate seasons which include league, F.A. Cup, League 
Cup and Charity Shield, relegation, promotion, play-off and friendly matches. 
Alternatively create custom league and cup competitions, or play one-off 
matches. » Varying injury types and severities, yellow and red cords, disciplinary 
points and variable suspensions. © Selectable home, away or third strip. » A 
host of statistic charts and graphs including all league tables, fixture lists, cup 
draws, team and divisional top scorers, manager and team performance, injury 
type and duration ond disciplinary records. = Over 2500 players all with 
accurate skin tones and hair colours and 10 different varying skill abilities, 
Arcode section includes ultra-quick gameplay, passing, shooting, heading, diving 
headers, deflections, variable pitch conditions, advanced computer player 
intelligence, extra time, injury time and penalty shoot-outs. = Latest Premier 
League rules including squad numbering, substitute goalkeepers and pass back 
rule. © Advanced replay mode with slow motion, freeze frame, and reverse 
comera angle features. 


Premier 


Amiga 500/Plus » Amiga 600 
Amiga 1200 » CD32» PC3.5» PC CD ROM 
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| can’t believe how many letters almost qualified for the now prestigious Git of the Month 
Award this month. There really are some sad and twisted readers out there. Of course, we 
love the opportunity to be condescending towards you all so from next month we'll be giv- | 
ing away a software prize to the sender of the letter which annoys us the most. So get your 
letters in to: Letters, The One, 30-32 Farringdon Lane, London EC1R 3AU. | 
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CAME CLOSE, BUT... why don’t you be told, matey? And army of people who kill each other I'm emigrating to the USA and I'm 
one final git — again, exactly as we yes? resigned to losing my Amiga and my 
Dear The One, received it... Oh my god is that the time its time precious software collection. 
This morning while | was waiting for for my daily blast of frontier Bye! Could you please print the address 
my back orders ‘Scantily Clad Viking _ Michael O'Conner of Amiga Game Zone magazine (the 
Babes’ to pop through the letter-box LAST MINUTE DASH American mag as featured in The One 
| happened to be reading your review April), and also the address of a CD32 
of Simon the Sorceror in the February Dear Gits and Gitettes at The One, Ha ha ha ha ha ha ha ha ha hahaha _ dealer in the US. 
issue edition. firstly simon is a real gimb he didn't ha ha. It has to be said that your let- Thanks for your help, and thanks 
Well, let me tell you right that | actually think that frontier was as ter contained the most reasoned for being the best Amiga mag 
was bloody disgusted — not with the good as desert strike what a p***k! argument we've ever seen: I’m a around. I’m going to miss you. 
Be game, but with your comment: “If I'd Anyway | thought of some new ori- p***k because | prefer Desert Strike Robin McCanley 
a wanted to kiss a pig | would have gins of Atari ST’s. The Atari is a bike to Frontier. Right. Ever thought Co Antrim. 
gone round Bjork's house.” ramp for all those stunts you do on about becoming a politician? Or a 
| What an insult! She’s a picture of your bike or a Axel stand for mechan- comedian? Or are you too good at Don't get too disheartened, Robin — 
-_ beauty, she is. So look, be told, ics, or it is the best piece of fire wood being a complete git? you should be able to buy your copy 
| matey. Any more remarks like that around, or it used to port over C64 of The One in the States, if you shop 
and I'll be forced to come down there games, or the people at Atari made around, Anyway — why not take out 
and duff you in. the ST as a joke but they forgot to tell a subscription? It'll cost you £75, but 
Lord Thrombosis Grunttock IV people! OFF TO THE STATES- you can rest in the knowledge that 
(Nigel to my mum and dad.) Oh, yes can anybody produce a The One will be delivered by Airmail 
cheat for Bubble Bobble or mouse- Dear The One, to your door. Hurrah! 
Bjdrk’s not a picture of beauty, trap? Why does not a software com- I'm a proud owner of an Amiga 600, Amiga Game Zone, by the way, can 
; | she’s someone who looks like pany produce a cheat a game of and an avid reader of your maga- be contacted at: AMIGA GAME ZONE: 
‘ie EF: dee her face has been ironed. So Warhammer where you controll little zine. However in a couple of months 103 W. California, Urbana, 1L61801. 


‘™ 20a | haven't got the address of 
# COS2 cealer in The States. Sorry. 


OVER-RATED 


== constantly bombarded by unde- 
servec Team 17 praise. I'd be the first 
% a0ret that they released six excel- 
eet Games in a row at the start of 
‘er mse to fame (namely Alien 
Sreeo Alien Breed ‘92, Project X/Pro- 
gect & 92, Assassin and Superfrog). 
Seperfrog was superb but then it all 
went cownhill as the team became 
complacent about their success and 
"Seased the dull Body Blows. Okay, it 
was better than Street Fighter 2 but 
Mortal Kombat shamed them both, 
even though that wasn't exactly per- 
tect. Overdrive was playable but 
acked imagination. Cardiaxx was, in 
2 word, crap but Qwak was smart. 
Body Blows Galactic had some 
screamingly-good ideas (i.e. the 
*wturistic characters and settings) but 
wes implemented appallingly. 

But the thing that has really 
annoyed me is the way you over- 
rated Alien Breed 2. It's almost exact- 
ly the same as the first game: the 
extra weapons are nothing but a 
graphical alteration, the graphics 
havent been improved much (you 
said the Intex system was brilliant), 
and there's little else new except gun 
turrets and shooting aliens. Like, 
wow, | bet that took some thought. If 
you want a Gauntlet clone, The 
Cheos Engine utterly outshines all 
Alben Breed games in EVERY depart- 
ment. Surely this is obvious? 

Stop this propaganda right now 
Sefore | start reading another magazine. 

On a less furious note, | feel terri- 
dle. The March issue was Dave's final 
Amiga fling and the ‘Letters’ page 
wes full of people slagging him off! | 
even joined in by saying his January 
Next Month’ pages was crap. He 
wasn't a bad old stick, you know. Fat, 
yes. but not a complete git like some 
working at The One. S50 come on, 
mands on hearts: “God save our blub- 
dery Dave, long live our chubby Dave, 
God save our Dave..." 

One final thing: Now that Dave has 
gone, are there any jobs going free? 

Stephen Boyes, 
Cleveland. 


| refuse to get drawn into the “! 
Gont agree with that particular 
mark’ debate because at the end of 
the day an overall score is awarded 
by @ single reviewer. | personally 
think that Alien Breed 2 and The Chaos 
Engine are two exceptional games, 
with neither being better than the 
other. You feel differently — fair 
enough. But don't expect me to write 
to you complaining about your opin- 
sons, this is a democracy after all. As 


for your job inquiry, I'm sorry but 


we're fully-staffed at the moment: 


Just one small piece of advice, 
though: whenever you do apply for 
a job, don't imply that you think 
someone at the company you'd like 
to work for is a git because it won't 
get you very far. We don’t mind but 
we're sure other people might. 


DANGEROUS MARKS 


Dear The One, 

|! would like to complain about the 
ratings given to Dangerous Streets. 
They were far too high! The graphics 
were so crap | couldn't make out 
where the backgrounds ended and 
the sprites began. 

So here's just one tiny message to 
Simon Byron. You over-rated the 
game and | feel sick. But | still think 
you are the one and only proper 
games magazine. 

Alex Mackinnon, 
Brighton. 


Hmm... Okay, | would now like to 
officially reduce the marks awarded 
to Dangerous Streets as follows: 
Graphics: 2%. Sound: 2%. Playability: 
2%. Lastability: 2%. Overall: 2%. Feel 
better now? 


LOW LAUGHS 


Dear The One, 

I've written in to say that | disagree 
with Glenn Turner from Derby and 
his views on low-rating games. 
Although | partly agree with him 
about precious space in your maga- 
zine being wasted with games that 
are crap, | find great enjoyment from 
them. While Mr Turner may groan 
when a game getting under 30% 
takes up a page, | give a cheer and 
quickly read ‘The Verdict’ to see how 
you have slagged the game off using 
sarcasm and colourful metaphors. 

“Euro Soccer is crap — you've got 
more control over the population of 
Africa than the ball in this game.” — 
Euro Soccer, 26%. 

“Bloody hell, this is awful! This is 
one mutt that should be tied to a 
barn and and shot with a double-bar- 
relled shotgun." — Huckleberry 
Hound 17% 

“I'd say the one disk's worth of 
Dragon's Lair has twice as much 
playability than all of the events 
found here put together.” — Super 
Sports Challenge 14%. 

This is what makes The One stand 
out from the rest of Amiga maga- 
zines currently available. Magazines 
such as Amiga Computing have no 
sense of humour, and if they did it 
would be “Have you heard the one 
about the 33Mhz Accelerator?" 
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The One is in a class of its own and 
will surely kepp going a lot longer 
while other magazines collapse by 
the wayside. 

Jonathan Clarke, 

Swansea. 

Ta for the compliments, Jonathan, it 
makes me fell all warm knowing that 
for every ten gits there's at least one 
reader who likes what we're doing. 


SIMULTANEOUS 
ACTION 


Dear The One, 
Recently, my brother and | managed 
to link our A500s together with a 
home-made null modem cable and as 
a result | am very interested in games 
which have a link-up option like Bat- 
tle Cars and Stunt Car Racer. Do you 
know any other games with a link-up 
option which are worth spending 
money on? If so, are you willing to 
mention them... beneath this letter... 
just before it's published in The One? 
A.C. Bol 
The Netherlands 
P.S. Did David really go to the 
Caribbean? 


Our favourite two-player modem 
games are, in no particular order: 
Knights of the Sky, Skidmarks, and 
Lotus Yes, David did go to the 
Caribbean. The fat git. 


ARE YOU 
DISAPPEARING? 


Dear The One, 

What the hell has happened to your 
superb magazine? Firstly, you put the 
price up to £3.95 which isn't too bad, 
but a couple of months later | was 
horrified to discover that the Febru- 
ary issue had diminished from a 
healthy 130-odd pages to a terminal- 
ly ill 114 pages. Maybe you thought 
you could sneakily pull off this stunt, 
but I've spotted you. | hate to go on 
but | had to sell one of my arms to 
subscribe to your magazine and I'm 
writing this letter with my right ear. 

Talking of subscriptions, can | just 
say thanks for sorting out a decent 
subsription offer at last. Thanks to 
you | now have a copy of that corker 
of a game Alien Breed 2. 

Lastly, and this is for the guys at 
Sensible Software, please implement 
the offside rule in Sensible World of 
Soccer, even if it's just as an option. 

Peter Allan, 
Liverpool. 


Unfortunately the Amiga games 
scene is so up and down at the 
moment that it’s often impossible to 


me put out an issue with as many 


pages as we'd like. We always 


| yr.) try to create the best value for 
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money package we can but we're in 
the hands of the gods as far as 
review and preview material is con- 
cerned. However, this isn't anything 
new — the same thing happened 
around this time last year. 


DON'T TAKE ON SO 


Dear The One 

Why do you let people like Mr. Super- 
frog wind you up so much? After 
reading his letter | got the impression 
that most of the crimes that Mr Frog 
bragged about were made up? 

The guy has obviously gone out of 
his way to annoy you, and he most 
definitely succeeded. You say in your 
reply that you don’t feel any anger 
towards him and then spend the rest 
of the page slagging him off. You 
really shouldn't take everything so 
seriously you know. 

The One is a great mag and your 
sense of humour is what sets it apart 
from other mags. Mr Frog is obvious- 
ly an idiot with a perverted sense of 
humour and you do yourself discred- 
it by even printing his letter, never 
mind ranting and raving about it. 

Paul Brown 
Leiston, Suffolk. 


P'S: Now Dave's gone who are you all 
going to take the rise out of? 


Let's answer your questions in 
reverse order. Lastly, everyone is 
going to take the rise out of me from 
onow on, which unfortunately is 
something I'm just going to have to 
get used to. And firstly, we weren't 
exactly being serious when we 
replied to Mr Frog. We just like talk- 
ing down to people and he gave us 
ample opportunity to do so. 


ZAPPO CHAPPO 


Dear The One 

| was reading David Welcman's letter 
in April's issue. He couldn't choose 
between the A1200 and the CD32 
and asked your advice. 

Well, your reply was that Com- 
modore has no plans for a floppy 
drive for the CD32. But didn't you lot 
bother to check with anyone? 
Couldn't you even phone David 
Upchurch [David who? — everyone] 
and ask for his view — though, let's 
face it, even he would have probably 
given you the wrong info. 

Well, Mr Welcman, there is a flop- 
py for the CD32 and it’s called the 
Zappo External Floppy Drive. Also, 
you can buy a keyboard, which turns 
your CD32 into an A1200 Great eh? | 
hope this information helps you to 
reach your decision easier, that's if 
you've not already made it. 

You'd better watch out, Simon, 
more mistakes like this and I'm sure 


Matt would be only to happy to 
take-up the editor's job. 
Chris Hyde 
Edinburgh 


PS. Did | tell you that you can also 
get a memory expansion for your 
CD32? Well you can. 

Erm... | do my best when it comes to 
answering technical queries, but I'm 
the first to admit that I'm not really 
that up on my hard drives, external 
floppies and other such subjects. 
Okay, so | appear to have got some- 
thing wrong. But if you're really that 
interested in the technical side of the 
Amiga then you're reading the 
wrong magazine. If you haven't 
already noticed, we write about 
games. And that's it. Sorry. 


SEEDY PIRATES 


Dear The One 
Haven't any software publishers 
realised that CD32 games are as easy 
to pirate as their floppy counter- 
parts? If they continue to throw their 
old games onto CD as budget re- 
releases, you can bet your life they'll 
end up on a bulletin board as a file 
you can run from floppy. It's only 
with CD32-only games like Liberation 
where pirates find problems, because 
the source code's so huge. 
John North 
Uxbridge. 


Well pointed out, Adam. However, 
most CD32 publishers do know that 
already. But, on the budget side of 
CD, they have already released the 
floppy games some years ago —and 
50 they're already on bulletin boards. 
Also, most full-price re-releases have 
CD-quality music, or large animated 
intros added, which usually increas- 
es the code to an unpirateable size. 


| HATE RPGS 


Dear The One 
Why, oh why, oh why do some other 
magazines review games which obvi- 
ously aren't suited to them? Almost 
every other magazine | buy begins at 
least one review with "I really hate 
RPGs" or “Why can’t platform games 
ever be more exciting?” It's 
appalling, and I’m sure it's not doing 
the buying public, or the magazines, 
any good. It’s because of this that 
I'm only going to buy The One in 
future. You make me laugh, and 
you're always honest. Keep it up. 
Paul Stevens 
Hemel Hempsted 


Hey — thanks Paul, a nice crisp Ayr- 
ton is in the post. We like The One as 
well, and it’s the only one we buy, so 
















we fee/ for you mate. No, seriously; 
the problem is that each magazine 
has a certain number of writers, a 
sometimes a game comes in which 
doesn't really suit any of them. But, 
the game still needs reviewing, and — 
somebody has to do it. Usually it’s 
Matt. No, ha ha — at The Soaraway 
One, we're pretty much suited to 
reviewing games of any genre, and 
damned proud of it we are too. 


WHO'S A GIT? 


Dear The One 
Have you noticed how many times 
you use the word ‘git’? Can't you 
think of any other terms of abuse? | 
know you can't use really naughty 
words, but what about ‘turd’, or 
‘twerp’ or, even ‘prat’. Last month 
(April) | counted 27 ‘gits’ in your 
magazine and | think | may have lost 
count somwhere in the Review Sec- 
tion. As for ‘Git of the Month’, well 
that just underlines my point. Why 
spoil an otherwise erudite magazine 
with the repeated use of a word, 
which you won't even find in the dic- | 
tionary. Call yourselves journalists — 
real writers have more than one dis- 
paraging adjective at their disposal. 
Barry McLuskie— 

Fife. 


Weill, you know what's coming now, 
don’t you Barry. You're a complete 
git, aren’t you? Anyway, the Cham- 
bers Dictionary defines the word ‘git’ 
as: ‘a person (used contemptuously); 
a fool; a b**tard — See also under 
get (noun). [get offspring, brat].’ But 
Baz me old mate if you want a pre- 
cise definition, may | suggest that 
you take a good look in the mirror! 
Ha! My God we're clever sometimes, 
aren't we? 











Psygnosis Ltd, South Harrington Building, Seiton Street, Liverpool L3 4BQ 
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CONNECTED: 


Thanks to BBC2, there's a new computer show on your tube. Not only did Matt Broughton 
get to spend a day with the lads and lasses involved, but he also managed to pick a day 
when they were filming in Bournemouth. Imagine how sick Mr Byron was! 


Mou have me at a disadvantage, dearest 

¥V reese: For as | write this, the first of a new 

television series has yet to even be edited 

together; whereas whilst you read this, a couple 

of programs will have already been screened. 
Lucky you! 

Yes, as of April the 13th, BBC2 started a new 
ten part magazine series about computers and 
information technology. If you've managed to 
catch one of the programmes you'll probably 
know more about this than | do, but The Net — 
for that is its name — is about cutting-edge 
applications, investigations into the dangers of 
digital systems, advice on what to buy and what 
not to buy — and much more. Phew! 

Among other things, this half-hour pro- 
gramme intends to give a hard-edged insight 
into just about anything computer related, with a 
number of location-based reports. Therefore, you 
can expect to suddenly know everything about 
such items as ‘How under-fives are improving 
their hand-eye coordination’, ‘What it's like 
behind the scenes with German hackers’, not to 
mention ‘How Apple Macs are being used to con- 






This is Jules Gibbons, the young presenter of 'Net 
Attack’ and no doubt a star of the future. Jules’ big 
break came about entirely by chance following an 
appearance on another BBC games program called 
Short Change. She was one of a number of kiddies 
that came on a did a short ‘Joe Public’ review. For- 
tunately for her, she impressed Short Change's 
camera man, who just happened to be put onto 
the ‘Net Attack’ project. When they started 
looking for a presenter, there seemed to be 
an obvious choice... 


trol the lighting at The 
Louvre’. Great. 

Of course, knowing 
our readers as | do, | 
imagine that some of 
you are staring at 
these words thinking ‘I 
don't care about that, | 
just want to play 
games. And eat chips’ 
and that's fair enough. 
Of course, | knew that 
before | started writ- 
ing, which is why | 
don't want to talk to 
you about The Net as 
much as | want to talk 
to you about a sepa- 
rate feature in each 
prog, ‘Net Attack’ 

‘Net Attack’ will 
most definitely not be 
taking itself quite as 
seriously as the main 
programme, and fea- 
tures a dog called 
‘Goat’ (whose real name is Bobbi), and a 13-year- 
old presenter called Jules (whose real name is, 
er... Jules). 

‘Net Attack’ is a completely separate produc- 
tion and aims to please the games player in all of 





Here we see the team responsible for ‘Net Attack’ in a completely natural 
pose (ahem, ahem). And they are (from left to right) Steve Shearn (sound), 
Dan, Jules, Robin Riseley (Camera), Patsy Richards (PA) and Graeme Pollard 
(the poor man trying to direct this horrendous bunch). Rather embarrassing- 
ly, when we gathered for this photo, a crowd of about 20 tourists assembled 
to watch in case any of us were famous. (Either that or they thought we 
were filming for the Children’s Film Foundation or something). Ho hum. 


us with wacky reportage, not to mention tips on 
life, and lots of ‘happy’ haircuts. As you might 
imagine, this was all a bit too much for me, so | 
just went down to a filming session to check 
things out... 











‘Net Attack’ uses only the latest techno- 
logical advances when producing its 
props. Have we can-see Dave Perry 
(Games Master/Games World) explaining 
CDO to Jules — who's meant to be a bib- 
lical character (having just fed the five 


thousand, er...surfers). Though the CDO 
is real enough, Jules ‘clever biblical 
make-over’ consists of a cotton wool 
beard, and a halo made out of a plastic 
ruler pushed through a cardboard circle. 
Unfortunately, we were forced to 
selotape it to her hair to keep it on. 


A nice picture of Goat the dog. 





Mr Dan Clapson, producer of Net Attack, is a man shrouded in mystery (i.e. no one has ever heard of 
hem or have they?) At the tender age of 24, he appears to have been given pretty much free licence to 
le ee Cee ma Cm ee eee aL 
humble enough to engage in a bit of friendly banter over a mug of tea and an almond slice. And the 
a me em Oe Mts Lem gat uate ia eee ee 


ee em 


smells tae ele Meats a mn) 
computer games. 
ete a ee Cm 
ee Ml Melita lege el Rel Gls) ae) 
few of them published and then went over to the 
Amiga and ST, and then over to the console. | 
was responsible for Chip's Challenge (which inci- 


ere) me Oem el Ce eae aoa era 

game’ , only knocked off the top spot by a new 

pretender called... er, Lemmings or something.). 
And [cleverly using his insider knowledge] 

Tala rel aha eda melee stele ele ae oe eel 

ae ice carats 

—  Qo-er... You've got me there. Erm... what 


can | say except ‘not bad for just over three 
weeks programming!’ 
meters |e 

een (eee lem 
point). | eventually left that ‘profession’ because | 
was naive, | didn’t know how to get money out 
of the business and basically bodged it. I've now 
got a manager who looks after everything for 
me, and it’s all going really well. 

Although | do enjoy programming, it's just too 
mentally intense and all really heavy develop- 
ment. | just wanted to get out and do a job that | 
know | can't do. | can program, but so what? 
Paes 

What do you think of the wonderful world 

of games now? 
Bee eee ee el eee eee aaa oa 
ed over nothing. | mean I'm interested in the Sat- 
urn, the PSX and the Project Reality thing — they 
excite me — but just as much as the Amiga or 
ewe MMe Rm Ue eM emcee 
HAC ei) Li mele ace Mela anal e et 
would be Sony. 

me OloM ORM Cem eel mma tla ey 
eR mma ma 
closely. | read all the mags, and of course still 
know loads of people in tke industry, as well as 
development teams I've been a part of - 
Taurl* [Perse ete em Ob Cle l(c Beem el) Bde ls) B 
50 | keep in touch with what's going on. 

: And how did you get into all this? 
 : it was a dare. A friend dared me to phone 
Weer ie OCR Mmm ee ee 
aes OM eee 
| though ‘Oh sure — crap’. Two months later they 
phoned me up and gave me a job on a kids’ 
game show called Get Your Own Back. 

: So what's all this ‘Net Attack’ business 
about, then? 
ee =| Mia lars a | lee) Meelis ecm in ee 
but making sure we talk about everything but 
computer games — if you know what | mean. 
eee ce MMe lac eee 
eC dae | Mele Mele] ices lb 
people that are, and also introduce people into 
it. We're really trying not to alienate anyone. 

: Just how and when did this all come 
together? 
? Just after Christmas | was given the brief 
‘Make a program anything you want really — 
about video games, just make sure it’s fun and 
entertaining’. So | went away and came back 
with the developed idea. 

eee R eR Lee ee ee 
Bere ima aes e mel cide ty 


The Net is a ten programme series running from 
April 13th to June 15th at 8.00pm on BBC2. 
(And don't forget my cameo appearance, or 

I'll be very upset!) 


ya) 
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READER 


Reader Reviewer: Doug Johns, London. 

Sge@he graphics are truly stunning and the sprites are truly stunning. 

To version of Mortal Kombat is quite simply amazing. You won't 
believe it. It is too good to be true, truly. And there's lots of blood 

in it. Which is good. And stunning. Truly. 


Graphics: 100% 
Sound: 100% 
| Overall: 100% 
Summary: You 
will really like it 
if you really like 
it. Like ~ J = 
on 


Reader Reviewer: David Pleasance, Maidenhead. 
his game is free with a CD32 which is a great console. | don't care 
what you say. This game is a bit like Street Fighter 2 but with- 


out the good bits. But it’s still quite good. Fight people. But what — 


| about the graphics? Good. 32bit technology has never been so afford- 
able. Buy this. Please. 


Graphics: 100% 

Sound: 100% 

Overall: 100% 

Summary: Buy a CD2. Buy a CD32. Buy a CD32. 
| Buy a CD32... 


a 


Reader Reviewer: Steve McKevitt, Sheffield. 

ool is back. And this time he’s 2. The graphics are good and | like 
Liver can you guide Zool through quite a few levels of platform 
| antics? Although the sound is a bit annoying sometimes, but more 
often than not it’s not. Cowabunga, eat my shorts — a bit too hard for | 


| me, though. . 


i = 
| Graphics: 
Grap 5 


100% 
Sound: 100% 
Overall: 100% 
Summary: Push left to go left. 


ae 
a 


Reader Reviewer: Martyn Brown, Wakefield. 
uns can be fired in this game, sometimes a bit easy with the 

G cheat on. A must for all fans. Of it! Graphically, it sounds very 
nice, almost like daffodils in the Spring on a rainy windy Tues- 

day. The music has been written! This has to be the best Alien Breed 

game. Although it's not quite as good as the first. 

Graphics: 100% 

Sound: 100% 

Overall: 100% 

Summary: Fly me, I'm French. 


i eS 
US 




















| Reader Reviewer: James Morris, Hayward's Heath. 
* yOw messed this game then you won't have it so run to to the shops 
"awe amc ask the person behind the counter if they sell Amiga games 
S amc © Mey co then ask them if they have a copy of Alfred Chicken 
ae © they do then ask how much it costs and then give them the 
momey anc take Alfred Chicken home and play it because it is good. 
fea 76 


Graphics: 
Sound: 
Ovweral!: 


100% 
100% 
100% 
Boc-boc. I'm a chicken. 


Reader Reviewer: Richard Barclay, Derby. 

§ §f ave you ever seen a game as crazy as this? | doubt it. Five levels 
it has — that's three less than if there were eight and you can 

|@ & turn the sound effects on or off. Stix is funny. Like Jim Davidson, 

| But not in Big Break. Platform action at its best, graphics. Can you find 

| your way back to the planet Earth? It looks like a real cartoon from the 

S8C or ITV. Or BBC2. There's no shooting in it. Or driving. 

Graphics: 100% 

Sound: 100% 

| Owerall: 100% 3 : 

Semmary: Cute little gem of a platforming 

extravaganza thing. 
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Reader Reviewer: Bridgett Hirst, Birmingham. ie 
B am Conrad! | am leaping from ledge to ledge and | am animating | 
pm. I do it. I'm not a conventional sprite — | am close to God and | 

no-one can hurt me with sticks or stones or guns or bottles or shoes. ) 


which aren't. | am the sequel to Another World and | like me. 
Graphics: 100% _ 
Sound: 100% 

Overall: 100% 

Summary: Look at me, everybody. 


Reader Reviewer: Tom Watson, Wapping. 
ndrew Braybrook’s classic is even gooder! Even the sound sounds 
A‘ the Commodore 64 sounded, and that's no word of a lie, 
Acither — believe you me, you. If, like me, you like me, then we 
may become friends — that's right, you and me. Friends. After all, I've 
got nothing better to do than write poorly-construtted sentences and 
send them to a magazine for publication. Yes. 


100% 
100% 
100% 
I'm not that happy. 


Graphics: 
Sound: 
Overall: 





= 
n on » - . > 
much as we like you, we arent intere 
a ~ tn foe J 5 —_ | i Bs hl =e] = | J = 1 
P Te ee _. ; 
a Po = —— Pe ni —— 4 ” ar ae ad = | n a. Ne 
im what vou think. If we were we'd buv 
|i Lo E74 7 | L 75 ti i a Bl ‘= = Lt 7) fi = ‘eel =: a 
re r 
= BB sf iF a — 7 P =f o oF re a 
cere t ll oo ee eee ea, T=: Ww oe +t Wert S00 [eT & Eta 'd 
ri | Lets rT Tea? eek ha a ‘ 7 ae Uk i= 12h ay 
t= a 
Ps a ero n | wn r = = e , 
= rr — ; _ _ =, 7 7 ” r 7 r eF Fo 
‘his stuff and nonsense in before it cets P 
Re = | a4 ns Resi e Loe = | "Ae ks hk S a r 
= al , 
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short straw... 
teve Iles, Andy Coates and Mark 
Wortham. Remember these three 


6 for they are set to change the 


face of computer gaming as we know it. 

Okay, perhaps that’s not true: but Arcane 
Software Developments is creating a decent 
game — and hell, it made a damn fine intro. 
The truth is, these guys have been beavering 
away quietly for some time — creating intros 
for Powermonger and Populous 2, converting 
the graphics for Syndicate — and they are 
currently adding the finishing touches to their 
first full commercial game: Turbo Trax. 
Although it's another top-down racing game, 
we quite like it so far. And anyway, it fills a 
couple of pages. 





When did you start in the software 
industry? 

Steve: After deciding early on that | wanted 
to create computer games, the first 
professional people | met were the old 
Durell team. | learned from the way they 
worked, and from some of the mistakes they 
told me they'd made as a company. 

| took that on myself, and started to come 
up with some ideas, along with Clive 
Townsend, for Saboteur 3. [Saboteurs 7 and 
2, incidentally, were well-received Spectrum 
arcade-adventures, released through Durell.] 
From then on | went into retail, after a stint 
at college developing business skills and 
stuff. 

From this experience, and the people | 
subsequently met at various shows, | learned 
what | could to do with developing a game 
as well as retailing it. Then it was time to 
start up Arcane Software Development. 


When was that! 
Steve: 1991, | think. We joined up with a 
company of programmers by the name of 
Enigma Software Developments, and the 
Powermonger intro was produced. Also, we 
produced the Populous 2 intro, and the 
Birds of Prey intro. We finished off 
Rubicon, and then | drafted in Mark 












“Oh God," cried The One in unison. “Somebody's got to do a One on One this 
month, and it means a trip down to Bromley.” New pin Andy Nuttall drew the 


Jones [the graphic artist on Darkmere] and 
Darkmere was born. 

Darkmere was finally signed to Core, and 
after developing it for a while things started 
to go downhill for the company. The 
programmer wasn't doing his job, basically. 


The Supreme Warriors, a game designed by Kevin Williams (see text), is slated for 





That was the year before last, and the 
programmer was kicked off the project. The 


rest of the team stayed as it was, up until — 


now, | suppose. After Darkmere, we started — 
doing stuff for Virgin. We did the graphics 
for a couple of characters in the Dragon — 


development next year by Arcane. Designed to look very Japanese in style — that is, like a 
Capcom arcade game — the design for Warriors looks like a stormer. Remember where you 


saw this early design map first. 


The Worldmation system, which Darkmere 
was built on, is a very complex, yet easy-to- 
use, isometric world-builder. Using It, we 
could build the world of Darkmere, or any 
other isometric game with complete ease. 

By the time Worldmation was virtually 
complete, we started testing the 
programmer's code — and that’s where our 
world fell apart. The programmer was hard- 
wiring all of his code, and it wasn't 
intelligent. Darkmere wasn't turning out 
exacity as we'd like. 


Claw Man and Henderson. Finally, in August 
of last year we started Turbo Trax, and so 
we end up here, where we are today. 


What gave you the idea to do Turbo 
Trax? Top-down racing games have 
been done before, so what made you 
think you could do any better! 

Steve: We saw that Team 17's reputation 
was growing with every game they 
published. After seeing the original 
Overdrive, which was scrapped, and 





Tes & Esairs XII (the furthest system in our 
Ge ery. space fans), a game which Arcane 
cerrently has in development. A shoot-em- 
=p m the style of The Bitmap Brothers’ 
Zenon 2, it's got nice graphics but the 
gameplay is still in the very early stages. 
That's it, really. 





“mowing the programmers and artists who 
worked on the original product, we could 
se= a niche. We could better the graphics, 
Sut could we better the gameplay? 

At the ECTS (the computer games trade 
snow, fact fans), the publishers who looked 
at Turbo Trax suggested some changes 
wech, in their opinion, would make it better 
ten existing top-down racing games. They 
S200, “do X amount of work so we can see 
the game behaving like this,” and | just 
thought forget it — we'll take a risk and do it 
ourselves. Obviously that way we would get 
more from it, and be in total control. 





The city level, as it will look in the finished 
wersion of Turbo Trax. At the moment, the 
seme's trundling around a track with 
mowhere near the same detail, but Arcane 
promises us that it will look like this — no 
honestly it will. Really. Are we suckers, or 
what? | suppose you had better not answer 


Steve: To be brutally honest, you can have 
completely crap graphics, and still have an 
amazing game. From my point of view, I'm 
mot happy unless I've got a complete band 
of music, graphics and playability in there. 
With Micro Machines | don't think the 
Graphics are very good, but the game plays 
well with two players. 


Steve: | think, at the end of the day, the 
technique we're using to program the 
artificial intelligence is going to work a lot 
more efficiently than in Micro Machines. 
We've got a guy in who studied Al ats 
polytechnic, and he showed us a simple 
technique to create the intelligence. 


Steve: Our future is in 3D games. We want 
to do our fair share of arcade stuff — but 
then | think any company just setting-up 
wants to make a good shoot-'em-up, just 
like the way Team 17 and Core Design 
started did when they strarted. 





Hey, this really is looking quite good, isn't 
it? Although the vehicles will behave 
differently depending on the type of track, 
apparently you won't be able to feel the 
bumps. Now that's a bit of a shame, 
because we like feeling bumps at The One. 
(Oh no we don't — unless you mean the 
disgusting polyps behind your ears, 
Nutskenstien — Simon.). 


Steve: To take it from a purely money 
perspective, we would probably drop the 
Amiga and do console. Depending on 
overheads, the money to be made from an 
Amiga game is not that much. For a small 
company like us it will do us very nicely, and 
enable us to build more products. However, 
the console market is dropping. 

At the moment, a lot of publishers don’t 
seem to have their finger on the CD32 
button, and problems are occurring because 
of piracy. Virtually every CD32 product is 
currently on a BBS, and many publishers 
don't seem to realise that. It's happening 
because a lot of them are producing 
shovelware, and not making use of the 
CD32's capabilities. You can only safeguard 
against piracy if you use CD to its maximum 
potential. So, if you put a 4Mb game on 
CD32, it’s just like a disk game put on 
another format; but if you use another 10 or 
15Mb on an intro or something, then pirates 
are going to think twice about putting it on 
a BBS. 








Steve: If the CD32 continues to sell like it is 
at the moment, that development cost will 
be reduced because publishers are going to 
see the returns. We'll be developing Turbo 
Trax for the CD32, and there's a rumour that 
a serial port will be produced for the 
machine, so we'll probably produce a two- 
player version as well. 


s got holes 
in the road and everything. And guess 
what? If you touch them in your car, you 
begin to spin around for a while. That‘a a bit 
of a bummer really, cause | like to see 
fantastic explosions, crashes and burns — 
ooh yes and people crawling from the 
wreckage on fire. But then they're coming 
for me tomorrow, aren't they Simon? 


Steve: We've got 2Mb of chip RAM to play 
with, so basically we're going to use the 
same graphics as the A1200 version, which 
will be enhanced from the A500 game, but 
we'll spice it up a bit. I'm contemplating 
doing an intro for it, albeit a short one, and 
a lot of in-between-level stuff. And some 
professional CD-quality music, of course - 
that's in the bag, ready to go as soon as we 
do the CD32 version. 





th 2 oe || 
Like every great, er, platform game, Turbo 
Trax has a slippy-slidey world. Okay, so it's 
not a plaform game, but the principle is 
just the same — the ice is still incredibly 
annoying, and it makes you want to 
throw the Amiga out of the bedroom 
window and scream. | 
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t's taken me a long time, but I've 
finally discovered why pubs are 
dangerous places. I’m not talk- 
ing about the strange way they 
draw you in and hold you there 
until some bloke inquires whether 
or not you've got a home to go to, 
or the power they have to make you 
purchase several gallons of what is 
essentially 90 percent water just so 
that you can't stand up properly. 
No, pubs are threatening for one 
reason and one reason alone: they 
make blokes talk rubbish. 

When Jon Hare invited me down 
his local boozer for an apres-preview 
chin-wag, | accepted, not knowing 
what would follow. The conversa- 
tion started innocently enough — 
the state of the software industry, 
stupid plans for more Sensible Soft- 
ware sports sims, that kind of thing 
— but when our chat turned to the 
subject of football and, more impor- 
tantly, the plethora of competitions 
requiring the entrant to select his 
own imaginary football team, we 
both became very excited. Very 
excited indeed... 

We decided to dream up our very 
own competition. At first our plans 
were far too ambitious and we 
talked an awful load of tosh. Com- 
plicated scoring systems came and 
went, until the whole thing became 
so damn protracted that the compe- 
tition was in danger of collapsing 
before we'd even laid down any 
concrete plans. At one stage we 
were contemplating getting the 
BBC to broadcast the results on 
Grandstand, that's how bizarre 








MIN £7000-CASH: 


Ue Sic ioe 


Jai ee ues lle edd 


our conversation was. It all became 
so bad that negotiations were sus- 
pended until the intoxicating effects 
of the public house had worn off. 
Back at the office, the two of us 
thrashed out details for what was to 
become The One's most impressive 
competition yet. It requires a combi- 


nation of skill, judgment and a | 


sprinkling of luck, and looks set to 
become the nation's biggest craze 
since The Sun launched their ‘Better 
Than The Mirror League’, or whatev- 
er it’s called. Ladies and Gentlemen, 
please welcome the Sensible Soccer 
Fancy Football Tournament! 


HOW TO ENTER 


From the 10 sides listed, you have to 
pick your own all-conquering foot- 
ball team consisting of one goalie, 
four defenders, three mid-fielders, 
and three attackers. Your side can't 
have more than three star players in 
it and no more than three players 
can be chosen from any single team 
listed on this page (ie. you can’t 
have four of Simon's players, even 
though he’s the best). Once you've 
assembled a side from the teams 
listed, enter the players’ names on 


Ute 
POINTS MAKE? 


tae eo Cun oe 
gain plus or minus points depend- 
ing on how their team played, as 
outlined below: 

Goalies: 

Score: -1 point for every goal 
their team concedes or +5 points 
es ne 
ert ts Le 

Score: -1 point for every goal 
their team concedes or +3 points 
for clean sheet. 
ts iret et 

ee ee es 
Pe 
for every goal scored. 

Platts tee 

Score: +1 point for every goal 
their team scores. 
fener eb 

ee ee ee 
ee ee re 
for every hat-trick. 

Yellow Cards: 

aE es eee ee 
if they are shown the yellow card. 
Ct eae 

eee ee ee tase ee 
ST ee eee 


Lee eee 
ed from the league, then he'll 
ee ee 
misses. 





the form provided, stick it in an 
envelope and post it to the address | 
on the form, REMEMBERING TO PUT 
YOUR ‘FANCY FOOTBALL TOURNA- | 
MENT’ TEAM'S NAME ON THE BACK © 
OF THE ENVELOPE. The closing date | 
for all entries is May 28th 1994. 

The 10 (ahem) celebrity players 
will meet up on a regular basis and 
play each other once. Every issue, 
for the next four months, we'll print 
the results of the following two 
games along with the individual 
scores for every single player. Every 
month, look up your eleven players | 
and add or deduct points as speci- 
fied, remembering to keep a run- — 
ning total from issue to issue. 

In September we'll print the final 
results and invite you to write in if” 
you've obtained a high score (so 
remember to keep a copy of your 
team in a safe place). We'll check the 
claims and the reader with the high- 
est score will win £1000 cash! In the 
event of two or more readers ending 
up with the same score, the winner 
will be the person who has 
answered the tie-breaker question 
the wittiest way. The Editor's deci- 
sion is final and no correspondence 
will be entered into. 





Fp ather sadly and p siaimesihai ‘eae s ahead: det aon: 
un onal Gotham City-inspired team, insis- 


A | tent that t the Dark Knight is as good at scoring goals 


© as he is at solving crimes. “The Commissioner 

aa Gordon/Batman striking partnership will see me 

“4 through,” bleats Simes, “and with The Batcave doing 

pad werk lo geek I reckon I've got to be the 
favourite.” 

‘ Predicted final position: “First, of course.” 


Riddler 


won't are tim front = pestorstina, ihe 
: ny vic c actiieg purtanrtilp ia a teen onde 
mmense appeal that it crosses the barriers of 
| time itself, " offers Matt hopefully. And as for the 
| inclusion of piggy Bjérk? “Her powerful hind legs will 
give her the extra speed needed to run at defenders,” 
| he postulates wildly. 
Predicted final position: “Somewhere in the top five." 


aa y team cnciatats of a number of players from 
Graham Tailor’s England selection,” explains 


i) ie chirpily, ” : ete with the naff light-blue kit. So 
) Fve got a fantastic front line of Lee Sharp, Nigel 
| Clough and David Hirst who will keep wearing away at 


eee 


Nt a fa eb mre fonder aie 


| got quite a lot of energy so he'll be a oe on eee 1 


| a ecm side is Wien 58 is and De 


p The 
Mors Leee “y 


ore 
ae E 


gy ee 
mcs 


orringly, the sfc falls young Niners here 
West 'the One has been minimal on rand: 


al you" admits the Old Boy, bidggedea 
serve me well — they're dead good at most things, 
=. after all.” In an unashamed attempt to set up ag jag. 
| he continues: “Watch out for Hadrian in defence. He's 
| built ke » brick wall.” Grown. 


eet lla) 
Mainwaring | 


gtd og 
Lionheart 


\ ai i pre in goa 1B! sont i. 


on the wing, aiichs octal ee 
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READ THIS — IT’S IMPORTANT: 
Se i 





1. Entry Instructions for the game form part of the ar | ts we 
entrants will deem to have read and accepted the rules. i . 
Pee eet ee ae a ee ee aL eer ra fa 


copy of The One an entry form to this Pe et eR ee 
from the offices of Emap Images Ltd. All requests to be Addressed 
to: I'm A Tight Git, The One, Emap Images Ltd, Priory Court Elta Fs 
Farringdon Lane, London EC1R 3AU. 


PUTS ee ee 

eee oe 

| The game began at a frantic pace, as both play- 
ee eee ume cu Ss eS ol 
attacking constantly but if it wasn't for Simon Le 
Bon keeping out a few early shots then things 
could have turned out differently. Thankfully — 
Te eee a eee LM ee 
her huge hind legs to good use, scoring an early 
goal and Sting rietted another only seconds 
DCm ee me eC ey 
| for the Sensible boy, the score stayed at 2-1. 
ce oe 
Scorers: Bjork (1-0), Sting (2-0), lan Rush (2-1). 
Cautions: George Michael (yellow card), Paul 
iG mC lel melee) 


PMR Tae ee OP ee Meme Cet 
entered in to. Ever. 


4. Proof of posting the entry form cannot be accepted as Prem 
_— receipt. 


5. The closing date for entries is the 28th May 1994. 


PMR Ge ee Res) eC ee 
Prem v tre te mea 


MUR eC CR ak Hit 
editor on the basis of which answer to our Tie-Break question he 
likes best. 


eee Cea en ee will be available 


<8 9. This competition is not open to the ten eee eee eo en 
‘“,or any employee of EMAP Images, Stearate el me eT 


— 





ee me ate la | 
Rangers. 


an eaplosive Commissioner Gordon opened the scoring with a 
ee Be ae mcm lure lars alc ole) em ad 
ea Beetle dl mite male Mle c-Met 
ae maneged to level the score on the stroke of half-time but 
em a eee cel ice Malet le |) (ome car 
2cned half, with the grey-haired police chief putting away 
ese ee a lls imei Mates es) Rell 
ee Re eee 
ee 
eee alia merece eee els] MRP Mel litciiel i as 
Se Rede esse lel meee de ae) 


Ue Trem 
ee 
ENC ih 


An important match, and one which 
Vile ael elma lel ce Maced stom alee ae 
DET Dams (es am Ce) 
be said that the fresh-faced Dep Ed put 
up one hell of a fight, amassing an early 
one goal lead. Dominik utilised JFK's 
ar baccgcee eM ma cee mee 
tastic header and followed up with a 
couple of tremendous Nicholas volleys. 
Result: 1-3 

Scorers: Bungle (1-0), JFK (1-1), Nicholas 
here eee eee 





























Pe Luv U InglI'nd vs. Chelsea. 


Jom Hare played out of his proverbial socks in the first half of the match, 
*orcang Tom Watson to concede a couple of goals early on (Clough and 
SR eel Meme eae ee meee ete ee meme 
mg technique left a little to be desired and an over-entusiastic challenge 
REM als isla CMO) yet iat elm al Me om larels (ae ca) 
s®eek one past Tom's goalie with a minute to spare, extending Jon's lead 
eRe isle |e 

Result: 3-0 

ee eee alms earl me eee) 
Cautions: Clarke (yellow card). 


aes sth, 


ee em en tLe 


though Harry isn't the most experienced Sensi jg > 
player in the world, he sure knows how to play | 
Sety. Sitting Bull, his crucial mid-fielder, commit- 
ted a disgusting foul of almost Cantona-ish pro- 
eee Ce Mariel mail le alma le alias 
Se hitting the back of the net from the spot, 
pushing The Red Machine ahead. More bad 
eae CRM ee Mimosa eed 
when Dalglish shimmied like a madman and 
eile eee eset ea Cale) 
eae Ba me ee me 
Hunt sealed the victory with a well-worked 
Sesser Mee MLM mullet s 
Result: 0-3 

ee eee ae tel tore 
acd 

Cautions: Sitting Bull (red card). 















| ER... THAT'S IT! | ae 3 
| 7 cE Tri 
Okay, study the form and enter your KEEP THIS BIT? 


| team before the closing date. Next | Before you send off your Sensible Soccer Fancy Football Tournament Team, make sure you 
month we'll print the results of ten copy the details onto this bit and keep it in a safe place. 
more games,the new league and each 
player's points value. See you then! P| ayers: 





Player Name Player Reference Number 

Goal Keeper............. arr (spreionsnteaeehs cave pacunsnssnensnaenanucnneesnaeuacesesensnanssecarentnnsestiny 
Defender #1 .......:cccsssssscsncsesrenesrerereesenensenscnanens <  cauvesnanaupsnnnncsaatndnqaneanstansnas so Secanesneenmie 
Defender #2: ..cccsccsessseressnsensreensesrensneneaeannanes nn ecussnecopsedsacnsnd cuvrauusesnnenaenteaiuestaseltent 
Defender #3........ ry sigue wasn vet eee eas sii alee eeanauas itdiees debate 554i adeiaanel 
Defender #4: .......ccccccncecsecsrernneeeneens vienna - scuaurietignesvesntuevennsssiscsuandsensssechashansnceenneexiitt™ 
Mid-Field #1: ...-.:cccc-sccsseresensenenseeenreneenananernauens aenupsnsusunvanspessuadsnnessansceresansnsesossnasnscastes 
MMid-Fieldl #2: ......-....::--::seeeescsesenssanmauneeeeeuseneenns ccacconansuagennssvsccatsensvescensseacceparsssnsnacesonsnsneeases® 
IMid-Fieldl £31. ..........0.0:::sscceeceeressnnanansnuensnseennnns ____cceuursaveoussnenetesnaccecerssuccnsssrsdencessnsnannessss6n0i™ 
Forward #1:..........-.-++. ss sae indie welbsiecolleiuiaon es ecauenanusepssrevensennaccsssesannennnscessnsxaehinsnneeaestTd 
Forward H2iecccsuccresssscssessssssserssnssnrenesnseanessenenes — snannnes LSE aa: ks en aie satis Jusauane ’ 


# : 
Forward SD. cccnccunessccuenucccsuunsresssaaeeseesnenssssseunes cewaee se Pea pee ee See Reese ee ee es ee ee 


ee 
IMANTIER ........20--2200essecsessrsnnccensnnseseeeneesenonsernseennanensasanenenss eo wsaiusbaraceblaes oidnnvneniesead veuiedkanenntuadirnnianmabiimenasapnatnens  "ssrenttan? 00 "83 
Webel ate ee sisenssnnackcensanianctsveinepndusiapp teem eemeaneienabaronn i meneseres es ERAT ar - ccacepunclacwbeapsicsiamavaeytshensnstwubeeessrsessnseaiels 
Fe sar kacilab asatenenente ne enero oon ied 
TIE BREAKER: (Complete the following statement in twelve wrods or less). The One is the best because — ........-.-cssssssesesssnnesensnneneretess 


] 

i 

i 

1 

\ 

| 

1 

1 

l 

TOA Nalme: ....cccccccccscessssssssrenesseeneeeccsnnanessstenneeessuanannns 

: Player Name Player Reference Number 

i : 

I Goal K@@ per: ......cseseeecesesnenenenrsrsnesenanensnsennenenanannenansnes __cccsdanneunsupeduasensenovaaneeanccanssnsessnenesvennqenunssnuaconseneneee 
] 

; Defender #1: ....-::ccccceesssssceeesssssscesssnnnneesssennsannesanersaaeess oe. Lava leccdjuneninensdaupsbtequasssanusnassubansnrsuseersnensersncnniense® 
| = 

" Defender #2: .....:c-:-cccssscccserarsceessadaneaunseesssssnsnnesseasenes = hi wildndvuiganistsvadannedinsciaitenibmoverrueepinesenn rs saniaweinrhenases 
: Defender #3: ...ccc---::ssssssccsssssssssessnnnesusnssecesserannennennnnaans os es nig evendusneniansatanasvanss nepraelhanaierensesGievansixeeesith 
Defences HA cxcsecosssesscessessetnorsxaevsssagoeonsensansannasinwenssnssens 0 Tg accasgs Saashassiaidnutanttecsoersens ereexsnuonnn oR REO 
l Mid-Field PE *  cccuccnseeccnnccncesssccrssssecsnseccuccneccencenacqansuensacs o pGeacenanereseensKHaSneSEERECSUSAEFESTSSSSET ESTE FRENTE SEES EES HEED DSCNS ER NETS 
l 

| Mid-Field #2: eee eeee SRR e ESSERE OPE Eee ccaguenersouecenedSeenaseseeessennn seemesuanyesetSeensesaseEsnsaseaenseneeernnen™ 
1 fe 

Mic-Field #3: ........::-::sescceeesrseessennessnsnennenecenanaaanenennnnnens ee sasapepiiennncecusansecevncuesaoonaspecnsanacsccunsnaqessnaniqeasaransecsiaes 
I 

. Forward #1: ....ccc..-sccccsssecesssesesssesansesausrsseeessenssseneannnanans —- caaunsuapsnusrectasnoussceuscunaasuossasuannngasesnaverocsacuoncesunaeeacss? 
i 

i 

I 

i 


FOrwardl #2: ...ccccccecvesccccceneneseensesceceseenensessnseaaauncnanaenseees —caupesspecavinegnssnasecuecnsnsnqesuccessuncessgnennssnecdscncaacceessshlapersshad 


Forward 3%. .c.sssceccccccceessssccceessssscesnensnsssnnsesananeaaanseneess sc, cvataupvansungavenphduavenvadessaseredienhsonssraeasvisarensnssnccaneniaanes 


ee 
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OVERLORD 


PUTTY SQUAD 


D-DAY 
LORDS OF THE REALM 
INT eels] 
Xa ae ae 





BR a 
surrounded by surgeons. Now, after 
A ee a ee 

Te ae em 
ae Cee Ue a ee 
wondered why she had been selected... 
Bd eC UY 
appeared. Several doctors collapsed, oth- 
eM et i me 
creature finally emerged. Hauling herself 
Ty ere Et es eed 
her child. “What is it?" she cried to the 
last remaining orderly. “I'm sorry,” 
replied a pale-faced Nurse Byron, “but 
it's this month's Work In Progress.” And 
es) et ee ee 
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Now that Matt 
Broughton is about as 
old and crusty as the 
original Impossible 
Mission, who better 
to report on the 90's 
remake than he. 


in the morning.” 

"Go away." 

“Matthew! I'm not going to tell 
you again you know!” 

“Go away.” 

"MATTHEW! I'll burn that bloody 
computer if you don’t turn it off 
right now.” 

“It's not a computer, it's a Spec- 
trum. Anyway, go away.” 

“Right. That's it. I'm going to tell 
your father that | caught you ‘doing 
drugs’ and if he doesn't beat you 
senseless with his belt, I'll personal- 
ly stuff that joystick up your...” 

Yes, soap fans, that was an 
excerpt from my teenage years, 
when games were games, and ‘O' 
levels just got in the way of games. 
One such distraction was an EPYX 
classic called Impossible Mission. 
Mention that name today to anyone 
over about nineteen, and a far-away 
look creeps into their eyes. Well, like 
music, everything comes around 
again, and Impossible Mission 
2025 is no exception to the rule. 


atthew! Will you 
please go to bed! 
You've got school 





The plot is taken directly from the 
EPYX original, with the evil genius, 
Elvin Atombender (star of this mon- 
th's cover, fact fans), sat in his high 
control room at the top of a tower 
block — “Atom Industries”, or some- 
thing. The player takes the role of 
one of three agents: Felix Fly, a nor- 
mal quy; Tasha, a female athlete, or 
Ram the android. You must progress 
up the tower block to Elvin’s lair, all 
the while searching for equipment 
to, er... kill him, basically. Along the 
way, the platform action is broken 
up with a number of sub-games and 
puzzle teasers. So why remake this 
now? Steve Hand, project manager 
for 2025 (as it shall be known hence- 
forth) has the answers. 


One of the more interesting 


power-ups is a disguise package | 


which actually turns you into this 
rather splendid ED-209-type robot 
(you're the one in the blue dress). 


This makes you completely invincible | 


for a limited period of time, but 
unfortunately means you can neither 
jump nor fire. As you might have 
guessed, though, this is extremely 
useful for long stretches of robot- 
infested road. “You have thirty sec- 


onds to comply!” | 


PROGRESS 


Here they are, the hardy men and 
women (and, er... thug-like things) 
of Impossible Mission 2025. Felix is” 


* your ordinary sort of chap, Tasha i 

) acybernetically enhanced athlete 
(hello!!!) and Ram is an android 

» which looks a bit like the T-1000, 

7 and does a lovely half-pike when @ 


7 comes to somersaults. Each char. 
| ter gives a slightly different perfor 


PP PrTrreTrririre riot iieii titer Ld 


CRE ROn nee GEES SECC ee ESSE eS 


In-house; Steve 
Hand (producer), Paul Ayliffe 
(artist), Seth 'Ax' Walker (designer) 
November 1993 


anenen bee ete SS OES Seco ese ES Ce 


mance, but most nostalgia fans 
probably stick with the good old 


__ fashioned looking bloke. Er... pre 
bly not. 


hen the designer first submitt 


' the game proposal, it was just c 


of those games that everybe 
knew. If you mention the wo 
impossible Mission to somebe 
who's been around for a wh 
they'll go: ‘Oh yeah. Now there's 
game!’ but when you get the c 
version up on screen, it doesn't re 
ly look too great because we've ¢ 
more sophisticated tastes in graf 
ics and gameplay today. So it 
really a case of: ‘How can we take 
game we know is really good, am 
re-release it for the 90's? What 
we do?’ We knew that if we co 
capture that same buzz — that sar 
essence the first one had — 
could produce an excellent gai 
that would please old gamers, be 
appeal to new players not so fami 
iar with the original. 

“We're actually bundling the cl 
sic version with the game, so y@ 
can play the old CBM 64 versio 

Steve's team has done away wr 
the notion of rooms entirely (in th 
original, you moved from room 
room leaping between ledges) an 
introduced very large maps instes : 
Obviously the graphics have als 
been vastly improvedand t 
sound's been given a pumping tea 
no’ soundtrack. In terms of ga 
play, a lot of the original stuff w 
be in there — avoiding robot 
searching objects, etc — but the 
are also various sub-games that 
can play from different terminal 
From these you win equipment, | 
gain clues to solving the puzzle 
the end of the level. 


—_— wa rf = =. eee 





fee ss! Yes here he is, the villain 
of (. plot — and what a complete 
pe be s. Just a brief taste of the 
Set of graphics you can expect 
wee the CD32 version (and just 
magee what Elvin looks like when 
‘= 5 rencered and moving, and 


Seerytting! Phwoar! | can't wait. 


“These sub-games are either a 
“oow the sequence’ affair a la 
or a Galaxian arcade type 
game ~ continues Steve."We've also 
pot 2 weriety of power-ups in there 
=eech heave a major effect on game- 
pay — things like jet-packs and guns 
etc — which really add to the flavour 
= fe game. In place of the original 
™2ns we've got locator terminals 
et the player can use. There are 
© of ttle enhancements all over 
™e piece — though we really did try 
% beep 2025 as faithful to the orig- 
ma! as possible. If you play the clas- 
St Wernon, most people have a laugh 
#t the graphics, but they still realise 
"G2 go00d game.” 


™ rl = 


- 
- 


This is a 
game that 
you've got to 
play. You sit 
down with it 
for ten 
minutes, and 
I'm serious, 
you're 
addicted. 


Steve Hand, 
Project Manager. 


4s tar as baddies go, the game still 
contamns robots with different levels 
artificial intelligence, and though 
2 sprites are more impressive, it's 
nasically the same. 


’ t i ie 





== == 


_IN OLDEN DAYS... 
junkies, here's how the original 


inal, er... glory. Yes | know it 
looks a bit sad, but that doesn't 

_ mean it wasn't a damned fine 

| game. Because it was. Anyway, it 
| doesn't matter what you young- 
 sters think, because you'll get 
this classic version free with the 
| game anyway, so there. 





“We've had a few extra ones | 
thrown in there, but it's all working | 


on the principle that on different lev- 
els you'll meet robots that'll behave, 
well... er, differently. Again, we've 


tried to remain faithful to the origi- | 


nal. The only real difference is the 
number of different types and the 
fact that some will have a slightly 
enhanced Al, which affects the way 
they track you,” Steve explains. 

The game is all but finished on the 
A1200, with only a few tweaks still 
left to ‘sort’, but producing a version 
tor the A500 is proving a bit 


tricky.”“The A1200 was surprisingly | 
problem free; it went really, really | 


well. The A500 has been a problem, 
purely due to memory management. 


It's been a git — getting the 2Mb ver- | 


sion from the A1200 into 1Mb. At 
the moment we're looking at loosing 
a little (and | do mean a little) of the 
scrolling speed, but we're putting a 
lot of effort into making sure it's 


There you go you nostalgia | 


version looked in all its, er... orig- | é 


1; o r 
Ce ge a a | 


acceptable and plays almost as well 
as it does on the A1200. 

“The other major feature the A500 
will loose will be the parallax back- 
ground. Obviously with the A1200 
we've got full parallax but we can’t 
use that on the A500 because of the 
bitplanes and so on, so what we're 
thinking of doingsis putting a 
replacement tile system in instead. 
In terms of overall gameplay, very lit- 
tle should suffer on the A500 — it'll 
be merely cosmetic stuff. I've got no 
wood to touch, but ‘touch wood’ 
we've managed to keep everything 








Without a doubt, my favourite toy is 
the jet-pack, which lets your charac- 
ter zip around the screen like a good 
‘un — whatever that is. It also gives 
you access to any platform you 
couldn't reach, along with a super lit- 
tle laser gun. Unfortunately, you only 
have a limited fuel supply (top bar) 
so you can't use it willy-nilly. Shame! 
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i 











else well under control.” 

MicroProse will be leading with 
the CD32 version — which Steve says 
is indicative of the sort of support 
they're trying to give the CD32 as a 
whole — as we went to press only 
the CD files had to be attached and 
er... 50 on. (Spot the fact that Matt's 
already getting in over his head, — 
Simon.). (You're not wrong there 
mate! — Matt). 

Whereas in the A500 and A1200 
versions Elvin Atombender is hell- 
bent on conquering the world with 
his evil robots, the CD32 version the 








As you search the various objects for puzzle pieces, you'll no doubt uncover 
a number of useful items. Once you log into an inventory terminal, you can 
organise your pants and utilise anything carried. You have at your disposal 
such toys as jet-packs, magnets, needle guns, and many, many more. 


is more impressive: if the player loos- 
es, Elvin escapes to his base on the 
moon and blows up Earth... all in 
glorious 3D graphics, of course! 

“If | was forced to say which one 
I'd rush out and buy,” says Steve, “it 
would be the CD32 version. As well 
as the obvious things like CD-quality 
sound and the extra speed, we've 
got some incredible graphics in there 
and a gorgeous final combat 
sequence. When you finally meet 
Elvin in the standard version he takes 
the form of a large sprite which 
scales and rotates. By placing the 
cross-hair over him and letting rip 
with your gun you have to destroy 
him before he does the same to you. 
However, we've taken an entirely dif- 
ferent approach for the CD32, where 
we've got a rendered animated fig- 
ure which enters into a fearsome 
battle with your blaster and shield 
— we're really proud of that.” 

Steve's hoping to pitch this ver- 
sion at a slightly older audience (11 
and upwards) with a more strate- 
gic approach to the game. 
You're constantly up against the 
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WORK 


clock so you really have to learn 
where things are. If you race around 
the levels searching everything in 
sight, you'll loose. Basically. 

"We've tried to take a more 
mature approach to platform 
games; ie. more strategy, but still 
tons of fun. Our version has much 
more of a Cyberpunk feel to it [best 
get a grey suit of armour and some 
rain ready then, really] with the 
graphics, the sound, and the whole 
deal. The game is incredibly chal- 
lenging — it's very hard to complete, 
and we want to make it clear that 
the players will have to think rather 
than hitting buttons blindly and get- 
ting a result.” 

Fortunately for Steve (who's still 
‘touching wood’) the game has pret- 
ty much carried straight through 
from design to product with sur- 
prisingly few changes. 

“We had a design up-front, but as 
we came to, for example the map 
design, we left a bit of leeway for 
improving it through game testing. 
Any changes have tended to come as 
a result of testing. In some ways it’s 


(Above) Another super toy is a pack- 
age that creates multiple images of 
yourself (just like Zoo/ only, er... 
nice). This confuses the robots and 
makes you invincible for a limited 
period of time. Here Ram shows off 
one of his luvverly mid-air flips. As 
you can see, his style and execution 
are both flawless. 5.9, 5.9, 5.9... 


As in the original game, when you're 
not busy avoiding and shooting 
robots, loads of your time will be 


spent searching objects found | 


around the levels. Depending on the 
size of the ‘thing’ being searched, it 
will take a set amount of time to 
complete the operation, but with 
any luck you'll find a chunk of the 
puzzle, or a power-up. Here, I'm 
searching for clues in a car 

. engine, for some strange reason, 
I'm sure everything will become 
crystal clear at some stage. 


been a dream project because it’s 
kept on track really well — the final 
game will end up pretty much as the 
original design. Having the original 
game as a template has obviously 
helped, but we've by no means lift- 
ed anything [the levels have all been 
redesigned from scratch, you see] 
but you have that sort of yardstick 
by which to measure the playability 
of the new version.” 


US COP SERIES 


Steve had wanted to put more sub- 
games in, and there were a few 
other minor gameplay features he 
thought might be interesting — but 
time the old enemy worked against 
him. Fortunately, he’s not bitter. 
"This is a game that you've got to 
play. You sit down with it for 10 
minutes, and I'm serious, you're 
addicted. I've ended up addicted to 
it just because it’s such a game-play- 
ers' game. You're always trying to 
beat it; And just wait till you see the 
CD32 version.” 


All right mate. | will! 


IN PROGRESS 


As you trundle around the levels, you'll come across a number of termi- 
nals. Some of these are function terminals (i.e. give access to maps, 
inventory, etc) whereas others introduce small sub-games, with the pos- 
sible prize of a power-up or a puzzle piece. There are two basic varieties — 
(not like Heinz, then), these being either a Galaxians-type shoot-'em-up, 
or a ‘follow the colour and tune sequence’ game. Neither is particularly 
taxing, but they break up the gameplay quite nicely. 
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boasting player after-touch, superb responsive player control, huge positional / 
tactical possibilities available right down to your subs! EVERY player from 
EVERY team is different with all skill ratings shown! 


Full match statistics giving massive detail from play percentage down to how 
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| in the most versatile and comprehensive game of its kind!!! (with vast range of shots / 
| relat W181 me ce 
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| enclose cheque/P.O to the value of £24.95 MADE PAYABLE TO 
SOCCERSTAR ( Name & address on back of cheque please). 
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| wish to pay by Access/Visa. My number is 
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Send to: SOCCERSTAR, 9 Trent Drive, Hucknall, Nottingham NG15 6GR 
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hat’s this... Hard Core? 

From Sweden? Has this 

once great and frolicsome 
mag deteriorated into nothing bet- 
ter than a glad-rag from the seedi- 
er side of continental Europe? As it 
happens, arguments could be 
formed to add weight to that state- 
ment, but, thankfully, it has nothing 
to do with Psygnosis’ new game. 

Hard Core looks fantastic. Coming 
straight from the Turrican school of 
sideways-scrolling, robotic shoot- 
‘em-ups, the graphics are sumptuous 
even in the early version we've seen. 
Everything is dressed with metallic 
effects — walls, doors, enemies... 
The artist has used bas-relief to stun- 
ning effect, as you can see from the 
screenshots here, but — get this - 
Digital Illusions didn’t think they 
were quite good enough, so it is 
redrawing them as we speak! Talk 
about sticklers for detail... 

“These graphics are all from the 
4500, because we haven't done any- 
thing A1200-specific yet," says 
Fredrik Liliegren, Project Director for 
Digital Illusions. “For a while we 
stopped doing the Amiga version to 
concentrate instead on the Mega 
Drive, and we found that the graph- 
ics didn't convert that well. Now 
we've redrawn everything. We may 
use the new graphics on the Amiga 
but they won't be too different from 
what you see here. There should be 
more colours, though.” 


a _ 
a 
2 y 1 ry 
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CD32-based multimedia jazz-mag extravaganza, or crack-- 
ing good shoot-em-up from southern Scandinavia? Andy 
Nuttall hopes that it’s the former, quite frankly. 
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Hard Core 
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SSG S SESE BEE eS 


Digital Niusions; Fredrik Liliegren 
(project director); Bo-Staffan Laninken (programming); 
Joakim Wejdemar (graphics); Olof Gustaffsson (music 


and SFX) ~Greg Duddle (producer) 


PPh e eee SESE EE RS ee 


September 
; _ Z 


1994 





Hard Core's the 
last word in, er, 
getting-in-a-robot- 
ic-suit-and-shoot- 
ing-things-with- 
big-guns-'em-up. 
No, really. Just 
take a look at that 
firepower — and 
that, quite literal- 
ly, is nothing com- 
pared to the 
weapons which 
become yours 
later on, Then it 
really does 
eater become 

= {U05it something special. 
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It could be said that Digital Illusions’ 
motivation for creating games comes 
from looking at other examples of 
genres, sneering, and making then: 
better. With Hard Core, though, the 
boys are aiming at a very competitive 
area of the games market. The run- 
ning, jumping and shooting platform 
game has been done repeatedly, if 
not completely, to death — take, 
Robocop and Turricans 1, 2 and 3 tor 
examples. However, excellent though 
they are, there has always been oh... 
| don't know, something lacking in 
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those games, something which Hard 
Core threatens to provide. 

The platform section of Hard Core 
consists of six levels of blastdom. All 
manner of robots, droids and 
machinery move with malevolent 
smoothness; they take pot-shots at 
you with pea-shooters; they launch 
homing missiles in your direction; 
they try to run you down. According 
to Fredrik, the graphics will change 
every second level, and there will be 
different music for each level. The 
music, incidentally, is driving stuff — 
exactly the groove needed for such 
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SE an adrenaline-pumping shoot question is, although they've proved 
7 | ‘em-up. their worth with Pinball, how will 
| But wait — there’s more. A_ Illusions cope with other genres? 
separate driving section will . 

i | ooo also be included in-between 
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(Opposite): Like all good games, Hard Core 
was blessed with a storyboard before its 
development. Here, The One brings you a peek 
into the world of preliminary-sketch-land so 
that you can see some of the characters in the i 
game. Here's the original idea for the main i ¥ i 
man, along with a few of his adversaries. a platform levels 1 and 3, and 4 

and 5. Your character leaps In the middle of last year, Illusions 
into a jeep armed with a can- sent a demo of Hard Core out to six 
non and, enjoying the top- different software publishers in the 
down view, you steer the jeep UK. The company was on a high — 
around and run over the Pinball was doing well in the charts, 
| machines — introducing a bit it had received huge critical acclaim 
| of role-reversal into the game. from the Amiga magazines, and so 
| The cannon mounted to the naturally they thought they were on 
| jeep is independently con- to a winner. However, the publishers 
trolled, so you can shoot weren't as enthusiastic as they had 
enemy tanks, helicopters, first thought: “Although the pinball 
planes, artillery and missile games did very well,” says Liliegren, 
bases in any direction. Illusions “we only received phone calls from 
boasts that in this level you two companies regarding Hard 
will be able to shoot just Core." Quite ludicrous, really, when 
about everything, even if it you consider its pedigree. 

isn't necessary — something “The two phone calls we received 


(Top right): Here's our heto blasting the hell 
out of an innocent robo-droid. Innocent, that 
is, until it turns around; and it's only then that 
you really find the cut of its jib. That's the rea- 
son this game is 50 good: your opponents may 
be thick, and unable to track your position 
correctly, but they are damned hard. 


(Middle): Look at this picture. There are at 
least eight different sprites, all animated, 
moving around on the screen. And this is an 
Amiga 500. | mean, how greedy can these 
Mega Drive owners get? They don't really 
need any more than that, because, let's face it, 
their brains are too small. To cope. Gits. 












(Bottom):The overhead racing stages in Hard 
Core are amazing — or at least, they probably 
are. The truth is, we haven't played them yet, 
but given that the rest of the game's so fab, 
we can't really see it being crap. Come on, the 


graphics are fab, so it must be good. 
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| Floating cyborgs 
| abound in this 












game. In fact, | 
reckon this is prob- 
ably the floatiest, 
cyborgiest game 
ever. But actually, 
I've taken you in 
with my cunning, 





which might sound obvious 
until you consider the number 
of dormant background 
objects which... er, hang 
around doing nothing in most 
shoot-em-ups. 


Playing Hard Core, even in its cur- 
rently unfinished state, takes you out 
of the world of Amiga and into the 
world of the console. Now, don't 
laugh: big fans of Amiga though we 
are, we know when we see a good 
game. And take it from us, Super 
Probotector on the Super Nintendo 
is adamned good game — and very 
much in the style of Hard Core. 

The main thing which sets the 


consoles apart from the Amiga is the 


number of sprites you can move on- 
screen simultaneously — after all, 
that's what they were designed to 
do. So, Illusions has found some lim- 
itations between the Mega Drive and 
Amiga versions of Hard Core: “You 
can have more things on-screen on 
the Mega Drive than you can on the 
Amiga, sadly,” says Liliegren. “So the 
Amiga version won't see quite as 
much action.” Mind you, if it's half 
as good as the early version we saw, 
that really shouldn't be a problem. 

Yes, it seems that guys at Digital 
Illusions are making a bit of a name 


were from Psygnosis and Team 17," 
Liliegren adds. “While both compa- 
nies are undoubtedly very good, we 
were always intending to produce a 
Mega Drive version. So Psygnosis, 
being an established console pub- 
lisher, was the natural choice.” 

For the first time Digital Illusions 
is developing a game without using 
Amiga as the lead machine. This is 
probably not a sign of things to 
come, more a signal that Illusions 
know the Mega Drive is better suit- 
ed to shoot-em-ups than the Amiga. 
Its other forthcoming game, Bene- 
factor — also released through Psyq- 
nosis — has been developed on the 
Amiga, 50 we're not seeing a trend 
reversed just yet. 

And so when are we likely to see 
Hard Core released? With the Mega 
Drive appearing first, that will obvi- 
ously put the Amiga version back. 
Fredrik reckons, though, that we 
should see it this side of September 
— but he is currently discussing 
exactly which format it will work 
with. They have a version which runs 
on the A500, but Psygnosis seems to 
think that the A1200 and CD32 
would be better platforms. Whichev- 
er, it's going to be a stunning game, 
and you know The One will keep you 
up to date with developments. 


sharp wit, and this for themselves. Hailing from Swe- 
fi cyborg is, in fact, den, the company’s aim is to com- 
bine the talents of Swedish demo- 
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Sausages’. 


Loads of pickups 
can be found 
around the levels. 
This one, (/eft) a 


first-aid kit, is pret- 


ty dull... but 
further left you'll 
see a pickup which 
gives you huge fire 
power... a bit like 
the Gauss Gun in 
Syndicate, really. 


coders — a scheme which has 
already produced two of the best- 
selling games on the Amiga to date: 
Pinball Dreams and Pinball Fantasies. 

Now, don’t tell us that you 
haven't heard of those games, 
because we won't believe you. The 
keen-eyed will notice a similarity 
between the two (yes, they're both 
pinball games), and it is on these 
successful games that Illusions has 
built its esteemed reputation. The 





The final moment, where our man in 
the frontline gets his dues from a 
mountainous ball of flame. He's giv- 
ing as good as he gets, mind, but 
that ledge looks pretty slippery, and 
his foothold isn't what it once was. 
Tune in next month to find out what 
happened. ©Boring Captions ‘R’ 
Us 1994. 








| 
| 
| 
re 
2 F 





| | 
wail re 
f 
a 
ij = a 


fas og 


Sia Ca 


Flees a 


i 
i 








n the beginning there was Sim 

City. First developed for Amiga 

and ST by American software 
house Maxis, then converted over to 
just about every format around in 
the late 80s. Undoubtedly the first 
game of its genre; but it seems, far 
from the last... 

Sadly, Maxis don't lead games 
development with the Amiga any 
more; being an American company 
they see the majority of sales on the 
Macintosh and PC. Now, though, 
they've set up a British office, which 
handles all European sales and 
development, and nature/lement 
the first product to come from this 
move is the Amiga conversion of 
Sim City 2000. 

For those who haven't played the 
original, Sim City, at heart, is an eco- 
nomics simulator. In 1989 Maxis 
developed a realistic model of 
a city environment, containing 
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houses, factories, schools and so on, 
and the model contained enough 
information to roughly work out the 
activities of the population. This was 
dependent on the city and how it 
was built. But here’s the catch: the 
shaping of the city, and ultimately 
the economic climate, was totally up 
to you. 

As you can imagine, playing the 
Mayor of a city isn’t all functions 
and gatherings and wearing large 
jewellry. No, it involves hard slog, 
often sitting for hours on end 
watching your city grow, or slump, 
tweaking figures, ploughing money 
in here, building houses there. 

It's a game of life for kids, it's an 
economic strategy game for adults, 
and it's possibly the first home com- 
puter introduction to a proper vir- 
tual reality. It's also remarkably 
entertaining, and certainly one of 
the most popular games ever writ- 


a 


Sim City, now aged, wheelchair-bound and smelling faintly of cabbage, is finally 
to be given the AGA treatment. New bloke Andy Nuttall investigates the 
phenomenon that's about to sweep the Amiga nation... 


ar 


ten — there aren't many computer 
gamers who won't have at least seen 
it, I'll wager. 


Sim City 2000 is a natural progres- 
sion from the original game. Not par- 
ticularly touted as a game for the 
next century, more as a reply to the 
later games — Utopia, Genesia, Pop- 
ulous — which used newer technol- 
ogy and bettered the gameplay. 

A typical City 2000, let's call it 
Nuttsville (no let’s not — Simon.), is 
now viewed from an isometric per- 
spective. This gives you a more real- 
istic image of buildings, and also the 
higher resolution of the newer 
machines has made it possible to 
include much more detail in the 
graphics in plain English, 
Nuttsville now looks rather more 


| The terrain designer, once a data 


added option of not only designing 
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disk for Sim City, is included within 
the new package. This gives you the 


your own city, but also the 
landscape and surroundings. 


realistic than it did five years ago. 

The more astute among you will 
probably have worked out that 
“higher resolution” probably equals — 
the higher-end Amigas — A1200 and 
A4000 — and you wouldn't be © 
wrong. The new game is not likely 
to appear on the smaller machines, 
partly because of the speed differ-_ 
ence, especially in higher resolu-— 
tions; but mainly because of the 256 
colour palette needed to display the 
new cities. | 

Maxis has taken a gamble with all — 
of the game's incarnations so far: | 
the Apple Macintosh version, for 
example, only runs on quick 
machines with 256 colours — and 
we're talking large wads of moolah — 
for such a system. The PC game 
requires 4Mb of RAM, and a Super 
VGA card to run, which is also rather — 
expensive. (For the uninitiated in the — 
ways of the PC — and, let's face it, _ 
who can blame you? — Super VGA — 
cards have only become really pop- 
ular within the last couple of years.) 
So, the first two games alienated the 
majority of computer owners, and 
the Amiga version looks set to fol- 
low suit. 

Still, Maxis thinks it’s a gamble 
worth taking — and since they phys- 
ically can't program it for the A600, 
far be it from us to complain. Hav- 
ing played Sim City 2000 on the 
Macintosh, we've found it an amaz- 
ingly deep, detailed strategy game, 
with gobsmacking graphics and the 
same laconic, dry sense of humour 
that made Sim City such a classic. 
The PC magazines have been heap- 
ing praise on their version and it — 


looks like we'll be doing the same. — | 








WORK IN PROGRESS 





‘subs oy Ie 
oma Fler Vows 





7 a rs 
"a rae pat. . 
v4 yes 
= : 4 = 
beck 1 Ko 
2 - w . 


i 
== 


If you know 
how your local 
town is laid out, 
you can actually 
build a town 
that’s similar to 
it and see what 
goes wrong, if 
anything, and see 
how you can 
change it. 


Happyland, as it is called due to the smiles which permanently adorn the faces of the inhabitants, is a cracking 
place to live. It’s got just about everything: beaches, coves, hills, mountains — loads of things to make it a nice 
residential area. See how long it can take you to build such a paradise. 
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John Jones-Steele, 
Sam Gity 2000 Programmer 


The man charged with bringing this 
giant of a game to the Amiga is not 
a Maxis employee. Although John 
Jones-Steele has programmed for 
Maxis before, with the long-forgot- 
ten Amiga version of Sim Life, his his- 
tory goes way back in computer 
games. Fourteen years, in fact: his 
fruitful career has spawned many 8- 
bit games, and such varied Amiga 
titles as Tetris, Dizzy, Ultima VI and 
D/Generation. pe : eet SES See mae 
Even with such a pedigree, you | 
would imagine that anybody faced only taking John a couple of months Maxis Land, so called because of the curious shape of the land, cunningly | 
with programming Sim City 2000 to complete. “The reason this has _Toded from the weather of time into the. or, Ways logo, Cleverly. te 
would be just a little bit daunted. taken so little time to convert is that 


a made of trees, rivers, grass, and... 
Not John Jones-Steele, though, “It's it is written in C, rather than C++.” = 





basically the same game as Sim 
City,” he says, “but with lots of 
refinements. The first thing | needed 
to do was to get all the text and pic- 
tures from the Macintosh version. 
So, | simply pulled out all the 
resource files (files containing graph- 
ical data), loaded them onto the 
Amiga, and converted them.” He 
makes it sound so bloody simple, 
doesn't he? 

Converting the game code was 
also relatively effortless, apparently, 





(C, incidentally, is a high-level pro- 
gramming language, used exten- 
sively in the States to program 
games — the Monkey Island series, 
for instance, was written using it. 
C++ is an advanced version of the 
language, capable of doing more, 
which makes it not compatible with 
C.) (You what? — Simon.) 

"Sim Life was written in C++," 
John continues, “and at the time 
there were no good Amiga C++ 
compilers, so it took ages to convert. 


OLD, BUT CLASSIC 


et eae are RE 


has repackaged and re-released the original fF 
Sim City under the “Classic” banner. With 


CM Eee at da ee Le 
appears pointless, but by pricing it at 


roughly £15 — including a terrain editor — 


Maxis are making the point that good 


games never die. People buying Sim City in 
the future, despite its outmoded graphics, 


will enjoy the game in exactly the same 


way as they did back in 1989 when it was first released. 

Look at these grabs and, if you've played the game before, let the nostal- 
gia lead you away to another era of computer gaming, as I'm sure it will. 
And then go out and buy Sim City 2000, It's great. 
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pier now than they were, what with 
this spanking new neighbourhood 
and all that. 

The Amiga version is identical in 
every way to the PC version, which in 
turn is the same as the Mac game 
but with much better music. “The 
only things I'm waiting for now,” 
says John, “are the PC MIDI files 
[which contain the music data], 
which I'll convert into Amiga track- 
er modules. They're the only part of 
the game which | couldn't take from 
the Mac version, because Macintosh 
sound leaves a lot to be desired.” 

The economic side of the simula- 
tion has become much more accu- 
rate than before. Indeed, it doesn't 
even stop at fun and games these 
On the face of it, as you can see from days: “Not only can you build much - : - 
the grabs, Sim City 2000 is anincred- bigger cities," John tells us, "but you —_ Three levels of zoom are available and, surprisingly, here is one of them. 
ibly detailed game, much more so can model them as well. If youknow You can also rotate the view through 360 degrees to catch any nasty fires 


than the original, which relied more how your local town is laid out, you or such disasters lurking behind a skyscraper. Such flexibility isa big 
bonus when you get to this stage, with a remarkably complex metropolis 


on a fertile imagination o knock-up can actually build a town that's sim- Where literally anything could break out, including riots, tornadoes 
a believable city than graphical wiz- ilar to it and see what goes wrong, if —_ and alien invasions. 
ardry. However, the differences anything, and see how you can 





“Also, the Macintosh messaging 
system is similar to the Amiga,” he 
says, “only more primitive. It's rela- 
tively easy to take anything written 
for the Macintosh and convert it to 
the Amiga.” See? Easy. 
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destroyed in a major earthquake, ; se} Amiga convene 7 If you strip away the surface of your city, you access the underground sec- 
which seemed highly realistic at the John Jones-Steele tion. Here you can build water pipes, which are necessary if your factories 
‘ OF cou h in al and homes are to get any water; and subways and underground tunnels 
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K240 Defender: Asteroids taken to The Settlers Hoop-La: Forget eco- And as you can see, Happyland is a major, sprawling city, extending for 
a new level of gameplay. Pee ee alley miles in each direction, Fortunately, wherever you scroll, your icon bar 


stays close by your side like a small puppy dog, letting you rub its nose 
and tickle its head whenever, and wherever, you need to. 
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..heh-heh when I die. Or something. Well, you try thinking of an amusing headline for a 
WiP about Rowan Software's latest flight sim. Simon Byron certainly can't... 


od Hyde, Managing Director 

of Rowan Software, has never 

flown an aeroplane. “I've 
never held a pilot's licence,” he con- 
fesses, “but | have been in quite a 
few different planes.” It’s strange, 
this, because his company has been 
responsible for some of the most 
well-received Amiga flight sims 
(namely Spitfire 40, Strike Force Har- 
rier, Falcon, Flight of the Intruder, 
Reach for the Skies), and its next 
game, Overlord, looks certain to be 
just as popular. 

“I've been interested in flight sims 
ever since | went flying with one of 
my friends, who is a pilot,” offers 
Rod, “and in those days | couldn't 
afford to learn how to fly. So | decid- 
ed to write my own simulations. 
Since then the company has grown 
and grown — there are now more 
than 15 people working on some of 
the projects." 

Overlord is set in the run-up to D- 
Day when the Allied Forces struggled 
to obtain air supremacy in order to 
make the impending invasion easier. 
By successfully completing a number 
of very different missions — from 
escorting bombers to their targets, 
to taking out bridges and other spe- 
cial targets yourself — it’s your job 
to wear down the opposition so that 
D-Day is a formality. 

As you may know, the 50th 
anniversary of this historic occasion 
is almost upon us, so the arrival of 
Rowan’s latest simulation couldn't 
be more timely. However, the bulk 
of Overlord’s action takes place 
before June 6th. “Although there is 
a D-Day mission, we have concen- 
trated mainly on the missions prior 
to D-Day and have attempted to be 
as historically accurate as possible,” 
admits Rod. “I've always worked to 
the assumption that being histori- 
cally accurate produces a better 

game. We have introduced the 
nuances and subtleties of real 
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The diary entry in all its glory, complete with grainy snapshot depicting 
one of the more noteworthy events of the last battle. It's little touches like 
this that make Overlord a more personality-lead combat game as opposed 
to a faceless flight sim. You can even add your own comments if you wish. 


combat which means that no two 
missions will ever be identical. 

Due to a mix-up, the screenshots 
you see dotted around the page 
have been taken from the PC ver- 
sion. Yes, we're terribly sorry but 
that's deadlines for you. It won't 
happen again. “We're trying to make 
the Amiga version look as close to 
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these screenshots as possible,” 
stresses Rod, “although obviously 
they won't be identical.” 

And as for A1200 owners? “We 
haven't decided how to use the 
A1200's extra power. There are two 
options: we could make the aero- 
planes better; or we might decide to 


make the ground look better.” 
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There are several new planes in Overlord, one of which is this one, whatever 
it is. Unfortunately, the Amiga version's graphics are unlikely to be this 
impressive but that's the price we have to pay for owning a proper games 
machine and not something requiring you to fiddle around with ‘bat.exe’ 
(or whatever it's called) just so that you can do your accounts on it. Yes. 


—# i 


The amount of research the team 
has done for Overlord is phenome- 
nal; indeed, Rod estimates that he’s 
read over 100 books on the topic. 
“The gameplay is much deeper than, 
say, Reach for the Skies," thinks Rod 
(aloud, obviously). “We've spent a 
long time getting the ‘feel’ of the 
game just right — we want people 
to experience what being a pilot in 
the days preceding D-Day was like. 

"Coastal battles, V1 rocket 
launching sites and marshalling 
yards are all based on photographs. 
We saw some photos at RAF Hen- 
don, but the picture library at the 
Imperial War Museum and the 
Smithsonian at Washington are 
much more substantial. 


“There's a great difference between 
using the picture library at the Impe- 
rial and the Smithsonian. To view 
photos at the Imperial War Museum, 
| had to spend a day going through 
folder after folder of photographs 
all organised on an efficient but old- 
fashioned card index. To view the 
photographs at the Smithsonian 
was much easier: we bought their 
laser disk set — nearly half a million 
photos on six 12” disks! Over 130 
photographs from the Smithsonian 
library are used in the game to illus- 
trate the missions and add realism. 

“We've also watched many films: 
some combat footage and some fea- 
ture films. One of the most satisfy- 
ing shots a fighter could make when 
on ground attack was against a 
steam engine. If a shot punctured 
the boiler, steam would be released 
from the funnel. We've simulated 
this in Overlord. 

“There are also less obvious 
things in Overlord. For instance, | 
read somewhere that German pilots 
had a tendency to dive inverted to 
the ground when under attack. So 





( ose want 


people to 
experience what 
being a pilot in 

the days preceding 
D-Day was like. 7 5 


Rod Hyde, 
Rowan Software. 

the inverted dive has been added to 

the range of manoeuvres.” 

With each flight sim Rowan Soft- 
ware releases, Rod and his team are 
striving to continually improve the 
genre. As this is their sixth plane 
game, does Rod think they've man- 
aged to create the perfect flight sim? 

“Well, if the machine doesn’t 
improve then | think we have done 
the best we can. But there are ways 
of making a game better even if 
you've got a 3D routine running as 
fast as the machine allows. The 3D 
routine hasn't changed that much 
from Reach from the Skies. But when 
you consider that we started work on 
that particular routine back in 1987, 
you can see that there isn’t much we 
could possibly improve upon. The 
extra work we have put in has been 
to utilise the A1200’s extra speed as 
efficiently as possible. 


LOOK OUT GINGER! 


“We're at the stage now where we're 
slightly shifting the emphasis of our 
flight sims to take the pilot's person- 
ality into account. During the Second 
World War, pilots would record how 
they felt they performed in combat 
in their diary, and in Overlord you are 
given the option to do the same. 
That way you feel more involved. 
There's still a large amount of fight- 
ing to be done, though. , 
“One of the criticisms levelled at 
Reach for the Skies was the amount 
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After each mission you are given a briefing, as Rod explains: “If the mission has been particularly noteworthy, the 
Commanding Officer or Spy will come out and meet you as you land. Here, the player has met all the objectives of 
the game and the next mission will be on D-Day.” Well, let's hope he succeeds then, eh? 


of time it took to encounter enemy 
aircraft. We were being a bit too his- 
torically accurate, | think. We've rec- 
tified that now so you don’t have to 
fly hundreds of miles to get to the 
action if you don't want to. Howev- 
er, purists are still catered for 
because you can pretty much tailor 
the game to your own specifications. 

“There are a few effects I'm par- 
ticularly proud of," smiles Rod. “If 
you've ever seen any war footage 
then you'll be aware of the way that 
tracer fire ‘curved' as it headed 
towards its intended target. This is 
an optical illusion. The tracer was 
never going to hit and we've man- 
aged to recreate that here. “ 

Many of Rowan’s flight sims have 
been set during World War 2. “We like 
to produce pre-jet flight sims for a 
number of reasons,” admits Rod. “First 
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Even Rod is quite surprised by some of the shots you can set up in Overlord. 
“We've previously been limiting ourselves to the number of image maps we 


can use and some of the results you see here have only been in the game for 


a few weeks.” This shot, by the way, shows a Typhoon chasing a Heinkel 
over the Seine Bay. But what's that behind him? 





RK 


of all, the aircraft were slower. This 
means that they tended to stay in com- 
bat with each other for longer — we 
get more planes in view at the same 
time so combat is more exciting. 
"Secondly, there are no missiles. 
This, again, makes flight more inter- 
esting. Air-to-air combat in a modern 
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Rowan hasn't got any plans for a CD32 version at the moment. “We've writ- 
ten a CDTV game before so we've got the experience and could probably 
put a CD-based version together relatively quickly,” offers Rod. “But ulti- 
mately it's down to how the CD32 itself is doing. If there’s enough 
demand then I'm sure we'll look into it.” 
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jet sim consists of pressing a button 
when a lock light appears on the head- 
up display. This kind of air kill is fun to 
begin with but soon loses its appeal. 
On the other hand, each gun kill is dif- 
ferent. You are in close; flying skills in 
three dimensions and anticipation are 
what's needed to succeed.” 
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Whoever called Putty “Silly” has 
got it coming to them, because 
the once-cute character has 


now turned into a 
psychopathic monster 
blob from hell. 

New kid Andy 

Nuttall treads very 
carefully... 


wo years ago there was 
t Putty. Bored of fast-action 
heroes, men with big muscles 
and Ninja warriors, London-based 
System 3 Arcade Software based its 
new game around an animated, 
amorphous, alien space-hopper with 
a penchant for violence. He could 
punch, kick, melt, stretch, jump, 
squash — hell, anything a normal 
hero can do, but more. The game 
was universally acclaimed by the 
computer press. 

Now System 3 is back with the 
long-awaited sequel. Shying away 
from simply reworking the original 
game, the designers have gone back 
to the drawing board, so to speak, 
and rooted out the very few prob- 
lems which dogged the original. 
They've extended the levels, so 
instead of platforms cluttered with 
enemies they're now strategically 
spaced, giving the game an adven- 
ture feel. Then they’ve given Putty a 
whole new range of moves, and an 
enemy-turned-sidekick, Dweezil the 
cat, to help him out. But perhaps 
most curiously of all, they've set the 
game in Vietnam. 

“Putty and Dweezil work for the 
CIA there,” says Phil Thornton, Art 
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Major Smith's Escape Tunnel: Rescue 
MIA Putties from the World War Two 
Bees, which drop huge bombs; and 
the Firework imps, foul demons who 
work for the wizard Scatterflash. 
The Imps are one of the few ene- 
mies which Putty can absorb, 
enabling him to take over their 
bodies for a short time. 


Director at System 3. “It's the 
daftest storyline we could imagine. 
The Vietnamese-style environment 
made for variety, because we could 
bring in lots of jungle graphics; and 
we've got the Iraqi war zone in there 
too, along with the European the- 
atre of war.” 


BLUE ATTACK 


The story goes like this: Napalm, the 
new enemy cat replacing Dweezil, 
has invaded everywhere in the world 
with his hordes of GI Pups and all 
their heavy military equipment. 
Putty and Dweezil have to rescue 
MIA Putties that have been lost dur- 
ing the war. “We've taken a lot of 
the corny ideas from Vietnam 
movies like Apocalypse Now,” con- 
tinues Phil, “and put them into the 
game — to get around the cuteness, 
mainly. We don't really want to do 
another cute game: we want to do 
one that's a bit sick, maybe a bit 
cynical, and quite anti-American. Oh, 
and anti-war, of course." 

The secret of Putty’s success was 
its graphics. That's not to make light 
of the gameplay, which was great 
too, but a few cute characters 
thrown into a game never go amiss. 
Phil was responsible for artwork 
back then as well, but this time he's 
tried to take video game graphics a 
few steps further forward. 

“In the old days,” he tells us, “we 
used to have several artists, each 
doing a bit of the game each; but 
that was generally chaotic and never 
seemed to work out. Artists always 
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hate each others’ styles, and there's 
always fighting and arquing. We 
found out that if you pigeon-hole 
someone for a job — say you've got 
a guy who's good at backgrounds, 
and someone else who can do 
sprites really well — then everything 
falls into place really easily.” 

Most platform games nowadays 
feature parallax scrolling — where 
two or more backgrounds scroll indi- 
vidually, with nearer objects moving 
more quickly. This gives the impres- 
sion that slow-moving graphics are 
in the distance, and done correctly, 
some excellent effects can be 
achieved — look at Lionheart for an 
example of this. 

With Putty Squad, though, Phil 
wanted to go a couple of steps fur- 
ther. For his parallax backgrounds, 
he researched cartoon and theatre 
techniques to find how they 
achieved the best 3D effects. As he 
picks up a video of an old Tex Avery 
cartoon from the 1930s to show me, 
| notice a whole shelf full of books 
and videos about 3D. 

Apparently, Tex Avery was famous 
for blurring the graphics in the back- 
ground while leaving the foreground 
pin-sharp. This creates a contrast 
which simulates the focusing of the 
eye, OF a camera, producing an excel- 
lent 3D effect — and one which Phil 
has employed for Putty Squad. “| 
don't think anybody's really used 
this effect in computer games 
before,” he beams, “although | can't 
think why. Perhaps because of the 
limitations of the 32-colour palette 
of earlier Amigas. We just picked it 





up from looking at old cartoons, and 
seeing how effectively the charac- 
ters stood out from the scenery.” 
The 60 levels in Putty are huge. 
Another eight are secret, only acces- 
sible through invisible doors. The 
levels are split into 22 different 
graphic stages, but Phil has tried to 
give each level a unique look by 
shifting colours in the palette. “! 
used a dynamic palette where all the 
colours are in set banks," he 
explains, “and | can change the 
entire palette to create a different 
mood or effect. The graphics stay 
the same, but the brightness and 
contrast of the colours change, mak- 
ing the graphics look very different.” 
As well as blurring the back- 
grounds, Phil has employed a tech- 
nique used extensively in the theatre 
to add depth of field. “If you go into 
a theatre, especially a modern one, 
you'll find that they light up the 
back of the stage with a very simple 
primary colour. They might have a 
very simple black-and-white draw- 
ing there, but then they cast a 
green, purple, or red light on it and 
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The Watchtower of Squirt: Dweezil 
the Cat makes an appearance on 

promise of a tin of cat food. Notice 
the red MIA putty, which Putty has 





to absorb to rescue (he doesn't turn 
purple though, sadly). The purple 
background here is an example of 
the theatre method of creating 
depth (see text). 





Dr Sushi's Laboratory of Terror: 
Frogs, Maggots and other beasties 
abound in the evil Doctor's lair, 
where MIA putties are waiting to be 
experimented upon. 
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suddenly it's real, and everything in 
the foreground stands out well.” 

To keep the characters in line with 
the improved backgrounds, Phil has 
tweaked the main Putty character. 
“He's the same size," he says, “but 
he’s more shiny so he stands out a 
bit more than he used to. He's got 
four new superpowers: a super- 
punch, a blow dart, inflate-and-float, 
and he can charge himself up and 
electrocute his enemies. 

“He's actually made of Semtex 
now,” Phil continues, “so he can 
leave bits of himself around to blow 
things up! Combat Putty, we're call- 
ing him.” 


PLAY DOH! 


To achieve the smooth scrolling par- 
allax backgrounds, programmer John 
Twiddy — responsible for many 
Amiga hits including First Samurai 
and Global Gladiators — got togeth- 
er with Phil and decided on the max- 
imum number of colours they could 
get away with. “We managed a main 
palette of 64 colours, with another 
16 for the parallax background,” 
explains Phil. “Even with the A1200 
we've had to use a lot of trickery to 


We don't really 
want to do another 
cute game: we 
want to do one 
that's a bit sick, 
maybe a bit 
cynical, and quite 
anti-American. Oh, 
and anti-war, of 
course. 


Phil Thorton, System 3 


achieve that. At the moment we're 
working on the graduation for the 
skies — we can't get the effect we 
want from the Amiga palette, so 
we're cheating again.” 

By this time John himself has 
joined us. He's programming the 
Amiga version, while the SNES ver- 
sion is almost complete — which can 
cause him problems. “Each time | see 
the SNES version something has 
changed,” he says, “so | have to keep 
checking on it daily.” At the moment, 


Putty Squad 
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John Twiddy (Pro- 
gramming); Phil Thornton 
(Artwork), Nick Lee (Characters); 
Chris Brahms (Design/QA), 
Richard Joseph (Music). 
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Chambers of Scatterflash: The final 
levels, where the nasty wiz uses all 
manner of black magic to kill off our 
hero. By the way, fans of the origi- 
nal Putty will be pleased to note 
that Uncle Ted returns in Putty 
Squad. He's traded in his organ now, 
though, and bought a mixing desk - 
diverting the enemy fire using smart 
hip-hop grooves. 


John has spent two months on the 
project, and expects to have it fin- 
ished for a release in late August. 

Neither John nor Phil consider the 
A500 a feasible platform for Putty 
Squad, so they're ploughing all their 
time and effort into the A1200 and 
CD32 versions. 

“From making it CD32 compati- 
ble," John continues, “it's inherent- 
ly going to be hard disk compatible 
too. Whether it will be hard disk 
installable remains to be seen.” 

“The CD32 version will be similar 
to the A1200,” says Phil, “but we're 
really going to town with the music, 
which Richard Joseph [The Chaos 
Engine] is doing at the moment. 
We've got Flight of the Valkyrie in 
it, along with the Apocalypse Now 
and Mission Impossible themes. Oh, 
and we've got a record coming out 
too,” he adds, grinning. 

Good grief: surely not another 
cheap attempt at parading a cute 
game character in front of “mil- 
lions.” It didn't work for Lemmings, 
or Mr Blobby, why should it work for 
Putty Squad? “It's a really nice 
song,” Phil insists, “it's called ‘All in 
the way | move,’ and it's going into 
the studio next week. Hmmm... 





The 27th Dimension: This scene from Scatterflash's chambers shows the 
blurred parallax method to full effect. With the background blurred as 
explained, and the foreground pin-sharp, the scrolling looks very realistic 
and three-dimensional. 





(Above) Night Flight Over London: 
“There are lots of stars and items to 
collect,” says Phil, “and eventually 
you come down to land on the 
Tower of London.” Although it's a 
secret level, he doesn't mind us 
showing it to you because it’s really 
hard to find in the game. Easy for 
you though, eh? 


(Above) The Lost Lavatories of 
Phut: Or, at least, | think that's 
what this one’s called. It's some- 
where in Scatterflash's Castle of 
Spume, anyway. The baddies 
shown here are, (in no particular 
order) Aqua Pups, Fish, Crabs and 
Sea Sponges. Just thought you'd 
like to know. 
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(Above) In true Mario Bros-style, Putty Squad displays a map before 
each level, with a pointer showing you your current position. The 
map moves along with you, and gives you an idea of the graphical 
style before you move in. 
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r Magoo is a strange car- 
toon character as far as |'m 
concerned. He's not exact- 
ly a major character in this country 
and generally only gets an airing at 
6.30 in the morning during summer 
holidays because the BBC has run 
out of Bugs Bunny, or ‘Huge Metal 
Robot Ninja Warriors That Change 
Into Small Pieces Of Cheese At Will 
but Like The Environment’ cartoons. 
Well, that obviously matters not 
a jot to Millennium, as the company 
is embarking upon a licensed puz- 
zle/arcade game featuring Mr 
Magoo who, as if you need remind- 
ing, is extremely short-sighted and- 
tends to spend most of his time 
involved in hilarious japery due to 
this amusing and potentially haz- 
ardous complaint. 


I think not 
controlling the 
main character 

directly will be a 
novelty, but it 
should also make 
the game play 
like a virtual 
cartoon, with 
lots going on and 
no game ever 
turning out the 
same. 


When | asked Mike Ball, Mr 
Magoo's coder and designer, if Mr 
Magoo was the result of something 
that had already been in develop- 
ment and tailored to include the 
new character, he answered with a 
resounding ‘no’. ' 

“The Magoo project was put our 
way out of the blue — although 
we'd heard rumours about a possi- 
ble Mr Magoo film, so it made sense 
to get hold of the licence anyway. 
We definitely wrote it around 
Magoo — we sat down and watched 
Magoo videos and took tons of 
notes on how stubborn he was. We 
then sat down and tried to come 
up with an idea that wasn't just 
another platform game — which 
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a lot of licences turn out to be. We 
studied the character of Magoo and 
tried to come up with a game that 
would be cool with Magoo in it. We 
tried to not look at other products 
as much as possible, really." 

The team decided that consider- 
ing Magoo couldn't control himself 
— he spends most of his time watch- 
ing events happen around him with 
no real comprehension — it would 
be only proper that the player 
shouldn't be able to control him 
either; thus was born the rather 
interesting control method. 

"You don’t actually control 
Magoo, but the objects and scenery 
around him.” explains Mike. “The 
problem here is that you've actually 





got to get Magoo to accomplish a 
task, but you can't really use him, so 
you've got to get something else to 
make Magoo complete the puzzle, 
indirectly, as it were." 


Within the game this means that "“™* 


the player will take control of objects 
in Magoo's world, causing him to 
notice them and interact accordingly. 
If you 'become' a chair, Magoo will 
more than likely sit on you (oo-er). If 
you've got a dodgy spring, a touch of 
the fire button will send Magoo fly- 
ing. ‘Become’ a washing line, and 
Magoo will grab onto you — etc, etc. 

‘We created this control method 
because it's new, it’s original, and 
also because it fits Magoo so well. 


Unfortunately, design has been the oo. 


biggest headache with Magoo 
because it's so difficult thinking up 
really good puzzles for him to solve.” 

As is the norm, there are a num- 
ber of different levels within the 
game, as well as a fair old collection 
of sub-games, and though most of 
these have now been coded, some 
had to be pulled from the game as 
they were found to be ‘too abstract’. 
Mike Ball explains. 

“Hopefully the game will be acces- 
sible to players of different age 
ranges. There will be sections where 
the younger games player won't get 
to every secret level and play every 
extra game, but they'll still be able 
to complete it and have a lot of fun 
in the process. The more advanced 
player should be able to get to all 
the locations and sample all these 
extra games. Its a simple theory — 
the better they are, the more they’l! 
get from the product.” 

“| think not controlling the main 
character directly will be a novelty, 
but it should also make the game 
play like a virtual cartoon, with lots 
going on and no game ever turning 
out the Same. It’s all going to be 
about exploration and experimenta- 
tion so if the player does something 
in a different way, they may end up 
in an entirely different location. If 
they climb into a rocket, they could 
find themselves on the moon — 
there are going to be lots of extra 
games and game styles built into the 
into Magoo, where Magoo goes off 
into arcade action. That should add 
quite a bit to the overall novelty of 
the game as well.” 

Well it certainly sounds very inno- 
vative but whether that’s how it 
turns out — we'll just have to wait 
and see. 
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Saunter (project manager and 
design), Mike Ball (code and 
design), Mark Rafter (art director 
and design), Marcus Broome (art 
and design), Alan Brand (art), 
Richard Joseph (music). 
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= This is a purely managerial cricket manager game that concentrates on 
strategy and includes plenty of relevant statistics. The game has been 
designed and developed by a true fan of the sport. It replicates everything 
| thot ¢ real manager has to contend with and it's a totally unique 
| production that anyone with an interest in Cricket should experience. 
| A summary of the main features is shown below:- 
© AXA EQUITY & LAW 18 league county teams, 50 overs per game. 
| © 4 Cup competitions including Benson & Hedges, Nat West. 
| © 20 different match umpires with accurate names and strictness. 
| © Accurote player details Sumame, height and age. 
e 77 different ployer attributes. Most skills have a direct impact on the 
effectiveness of each individuals actions during a simulated match. 
® Easy player selection. All game text is clearly presented. 
% * Botting ond bowling averages. Top batting and bowling tables. 
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PLAY BY WAIL Service Now Available 





© Full motch highlights let you 

watch the action ball by boll with | 

full graphics and,‘or realistic 

sompled sound effects for 

significant events (Fours, Umpire 

decisions, etc.). Interventiaris are 

permitted at any time to change batting toctics or fielding placings. 
© 3 Batting//Bowling classifications (Normal, Attack and Defend). 

® Choice of 15 different field placings. 

e Full scorecard results with best batting and bowling figures. 

© (ther staff (Physio, Groundkeeper, Scout) can be hired and fired . 
® Annual league fixtures listing. Current week and last league results. 
© View current cup competition draws and historic records. 

© Real time tronsfer market. Player contract and wage negotiations. 






© Sponsors, Printer access, Finances, Poor ground fines, Manager rating. Fe 


© 15 Options to alter game preferences, Load Save game. 
® Instruction book with plenty of examples. 


© Plus many more fine details that we are unable to list here. 





: if STAB =z? 
| MASTERS 
This game has been designed to be as close to real racing as possible. 
Five years of development by a clever racing expert has led to the 
"second revision of this Flat Horse Racing Simulation. 
8 Up to 4 players con participate as Owner Troiners with the primary 
Bf objective of becoming the top rated trainer, in respect of prize money 
won, ot the end of each racing seeson (March to November). There 
are up to 35 other intelligently controlled computer trainers to compete 
against ond compare your personal performance. 
To achieve this aim you must discover a potential chompion and train 
them so that they become capable of competing well and winning any * 20 Jockeys who-vary in ability and booking ke Over & Feedback, 

_ fof the 47 big prize money races (Handicap and Group). eg. The Derby © Formbook and Win Summary Cards cover the previous 200 races. 
9 To give you an ideo of the tools provided in this game to assist you © Animated race display or just the result. View Declaration List for races.| 
reaching your objective we have listed the-main features below: ® Very informative report by Head stable lad. Tipsters. Bookmakers. 

@ 750 horses each with over 60 independent variables. ® Rocecords similar to racing press. Real life. Handicaps & Roce Types. 
© 26 different race courses (2 all weather), real life characteristics @ Viruses, Injuries & Vets. Load/Save game. Many other items included. 
minoring the diversity of racecourses in the UK (descriptions provided). oe is a upon — (Simple ae & betting) @ £15. | 
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t has to be said that footy titles are 

loosing their subtlety. There's Sier- 

ra Soccer from, er... Sierra, and 
look now we've got Empire Soccer 
trom, well... oh dear. The good news 
is that Empire Soccer actually looks 
quite decent, being a more light- 
hearted affair than most of the 
arcade or management offerings on 
the way. The game contains a com- 
prehensive selection of options, giv- 
ing access to a full World Cup tour- 
nament, a one-off exhibition game, 
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-ever's relevant at that point. 
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or training — each with 32 National 
Teams to choose from. You can also * 
choose from five team formations as = 
well as change overall skill settings ¢ 
to make dribbling etc easier. >| 

The thing that makes this game a‘! 
bit different is the more cartoon-like ; | 
look, and elaborate animations as? 
you play. The game also features a 
number of ‘sillier’ touches, so con- 
cede a goal and you'll find yourself 
being shouted at by an angry man- 
ager. Kick someone over, and you'll 
get a red-faced ref giving you a taste 
of his coloured cards! 

The game also contains more ‘bru- 
tal features’ such as power-ups giv- 
ing Power Drives, Super Barge Super © pecs 
Dribble, Speed Burst, and lots of = : 
other things with ‘Super’ written in : : 
front of them. Or maybe ‘Speed’. 

A further glance at the ‘show-off :| 
sheet’ reveals other special treats = 
such as action replays of up to ten * Bayer 
seconds, extra time and penalty + iam 
shoot-outs, full statistical analysis at ! : 
half and full-time, not to mention 
the animated advertising boards. (| 
can’t wait to see that one!) 

The 400 plus frames of arcade * 
style player sprites should also go + 
quite some way to injecting a bit: 
more character than some other =| 
products, and you'll be glad to know £ 
that any goals, fouls, bookings etc 
will be rewarded with an animated 
somersault, crying person, or what- 
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Games like these are made or, er... 
broken on gameplay and thankfully : 
Empire Soccer looks like it'll be up ; gathering composure...) 
there with the best of them. You'll be Yes it’s true, Black Legend 
able to find out for yourself with ¢ is proud to announce the forthcom- 
next month's EXCLUSIVE demo! sing release of, and | quote, “...the 
* most detailed and realistic football 
- management game yet — Tactical 
* Manager.” Oh good. Just for a 
+ minute there | thought it was going 
| to be just like the other thousand 
|; we've already got on the way. 

You may not believe me but, 
|; apparently this will be the first game 
| * ever to have a ‘true simulation of all 
|: factors likely to affect the outcome 
+ of a football game.’ The name of the 
-game (©1972 Bruce Forsyth) is te 
/* become the league champions, and 
}-this — again apparently — will 
: depend on more than just adding up 
: players’ skill scores with a random 
: decider. Rather than just computing 
|: the total skills of a side, Tactical Man- 
* ager will actually play each match so 
: that the result isn’t known until the 
* last ball has been kicked. Even when 
; results involving computer sides are 
+ shown, every single ball has been 


AH!! (Brief moment alone 
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played according to the teams’ 
strength, tactics and fielding (it'll be 
just like TRON, only with tons of |it- 
tle computer footballers running 
around inside your own little com- 
puter — Cwoar!) 

Black Legend will be producing 
three versions; one with English Pre- 
mier and First divisions, one with 
Scottish Premier and First divisions 
and an Italian Serie A and Serie B. All 
versions will have comprehensive 
team and player data along with 
over 900Kb of game logic pro- 
grammed in Assembly code, what- 
ever that is. 

Statistically, Tactical Manager 
looks set to satisfy even the saddest 
of the sad, with some 20 years’ 
worth of results and league tables 
instantly retrievable — that's some 
21,290 matches! You've also got 
3740 real footballers, both national 
and international, all eligible for Man 
of the Match, PFA Player of the Year, 
Young Player of the Year, Footballer 
of the Year, and many many more. 
Can you wait? | know | can't. 


o Commemorate the 50th 

anniversary of D-Day this 

June, Beginning Of The End is 
the first Micro Miniatures game to 
feature modern unit types. Like The 
Blue and The Gray, (The One April) 
D-Day will be a fully-fledged cam- 
paign game, where the player com- 
mands either the Allied invasion 
force in a bid to take Berlin, or the 
Axis powers attempting to repel the 
impending invasion. 

A number of the criticisms and 
points raised over The Blue and The 
Gray have been taken on board, and 
according to David Lester, Impres- 
sions’ president, these will be adjust- 
ed in the new game. 

"The reaction to TB&TG has been 
truly phenomenal. There's no doubt 
that the Micro Miniatures system has 
now reached a new level, providing 
enjoyment to both wargamers and 
more general strategy gamers alike. 
With D-Day, we're bringing the chal- 
lenge and fun of computerised 
miniatures to World War Two for the 
first time. The game will also be the 
first true campaign simulation of the 


wo 


excited about this next step forward 
in computer-based wargaming.” 
The game has more ‘unit variety’ 
than previous games, with air-sup- 
port, armour enhanced artillery, + 
naval units and airborne troops. Unit 5 
types, initial placement of unit, and + : 


available reinforcements will all be: 


historically correct for the real enthu- + . 
siasts (just in case you were worried). ¢ 
As with most Impressions games, + 
the player will also be able to choose ; 
between playing a strategic level-- 
only game, a tactical-only game, or: : 
a combination. 4 
Another result of 
response’ is the inclusion of person- « 
alities into the generals, a feature ; 
which will affect both their individ- = 
ual actions and the outcomes to var- 
ious situations. There will be a vari- = 
ety of victory options, so users who: 
feel that they'd rather alter certain = 
objectives can get stuck in. It’s also: 
planned to include shorter scenarios, : 
so that people who don't want to; 
get involved in long drawn-out cam- 7 
paigns can enjoy playing. : 
It's not over yet, though — heres 
comes more Impressions stuff... 
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RK 


ou're lucky if you're one of 

those people who spent most 

of their time eating crisps and 
chatting-up girls during history 
lessons, because you won't be both- 
ered by the following er, mish-mash 
of medieval history. OK, so thir- 
* teenth century saw England divide 
into a number of counties, each gov- 
erned by a ruler, with an overall 
king. Unfortunately, greed and lust 
for power soon caused many of 
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We would certainly 
pare better as alligs 
ian we have as 
ereinies, Shall we 
porin. an alliance? 





graphics and large digitised video 
sequences. Yes. 

As lord, you must carefully man- 
age your people and resources, cre- 
ating a balance between occupa- 


tions (farmers, miners etc) and 
military might. LOTR is a turn-based 
affair and each player can design 
and build their own siege-proof cas- 
tles, utilising a number of timelessly 
classics features, including moats, 
drawbridges, portcullises and many 





invasion on the Amiga. We are very 
GENERAL SIR BERNARD L. MONTGOMERY 








many more! - 

Engagements may be fought in 
tactical detail, zooming-in to the 
battlefield, and with two player 
options as well as modem play sup- 
port, LOTR promises to be a strategy 
fan's dream come true. 


- these lords and barons to resent 
; subjecting themselves to his rule, 
: and over time, they grew restless 

* and decided that things would be so 
* much better if they were the king 
: themselves. (What, all of them? — 
* Simon.) It's rather unsurprising then, 
: that war broke out in some counties. 
I: At this point, some of the more 
: strategically-minded of you might be 
> thinking ‘my word, this would make 
* a splendid scenario for an epic strat- 
> egy game of feudal governing, com- 
* bat and conquest in late thirteenth 
: century England." And you may well 
: be right. 

Impressions Software is most cer- 
,: tainly hoping so, for ‘tis they who 
: are about to produce Lords Of The 

* Realm, an — and | quote — epic 
“lS strategy game of feudal governing, 
* combat and, er, conquest in the late, 
er, thirteenth century. 

LOTR promises a unique combi- 
nation of game types, including the 
first ever true siege simulation 
(apparently, whatever that might 
be) and some magnificent castle 
building (whoa! Stop it at once. Now 
I'm really hooked!) 

Players will choose between play- 
ing a primarily combat-oriented 
«game, or a more peaceful one, 

: where they rule a county, all accom- 
" panied with atmospheric Medieval 


Geseral Sir Bersard L. Montgomery, ‘Monty’, ed the 
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ALL DISKS GUARANTEED VIRUS FREE 
24 HOUR TURNAROUND 
TELEPHONE SUPPORT/HELP LINE. 
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/ ever Ger i blankers TC ASTROSOMY +7 LOVELY AMIGOS + SAM FOX +7 
V-CHESS + Excellent computer chess. TEXT ENGINE V4.0 +¥ Excellent TC DINOSAURS +¥ Hyperbook MADONNA +'Y SHOWERING GIRLS +¥ 
. wordprocessor, TYPING TUTOR +¥ MADONNA - SEX +¥ STRIP SLOTTER +¥ 





VISIT THE RED PLANET +¥ Guided MAYFAIR BEAUTIES 1 +7 SWIMSUIT BABES ¥(3) 





























AGA TETRIS ¥ 

ALL NEW STAR TREK +¥(2) 
By Richter. Best trek yet. 
BACK AMMO 47 
BKEETLE +¥ 


f UTILITIES | 


AIM ACTION REPLAY V4 ¥ 
sottware version of the cartridge. 
AIT DEGRADES ¥ To solve 





Excellent platformer, many levels. 
CRAZY PIPES +¥ 
Good Pipeline clone 





DITHELL IN SPACE +¥ 

| Great new plattormer 
DOWNHILL CHALLENGE +¥ 
Derwnbill skiing 
IMR MARDO +¥ Colamns puzzle 
18TH HOLE GOLF +¥ri 
Excellent polf gare 
JIGSAW +V(2) Jigsaws. with a twist. 
Recommended 


game 


MORTON STRIKES BACK +¥ 
Good new platformer. 
OPERATION FIRESTORM «+ 
Commande shoot ‘em up. BRILL 
SC RABBLE +¥ Clacuc +¥ Classic 
SEA LANCE +¥ Submarine sim. 
STARRBASE 1347(2) Best PD pame 


+- A500 A600 compatible, 


PRICES 


KLONINKE ¥(3) Highly rated Patience 


MOOSE DRIVE +¥ Neat racing game. 


¥ 


- 1200 compatible, ( ) - 


compatiblity problems. 
AMIGA FOX +7 good DTP, 
ANALYTICALC +¥(2) powerful 


CROAK +¥ Frogger clone. spreadsheet 
DUNGEON FLIPPER +¥ D-COPY V3.1 + Fast and casy to ose 
Firitall sar, Copier 


DISK TOOL BOX +¥ Filemap, DOS 
Manager. Erasediak etc 

D-LOCK +¥ Pui password protectin 
om disks 

FLEXIBASE + Easy to use database. 
INSCRIPT +¥ Vid3eo tither works 
with without Genleack, 

J-PEG UTILITIES +¥ Includes 
Rend24. 

LABEL DESIGNERS 4¥ Collection of 
labelling programs. 

OCTAMED 2 +¥ One of the beat PD 
music makers. 

PCTASE V2 4Y the beat BC cmulater 
RIM DATABASE +¥ Relational 
diate, very powerful 

SHOW WI +¥ Slideshow creator, 

24 wipes, 


SUPERDARK +7 Lots of screen 


POSTAGE 


1-9 = disks £1.20 each UK 30p per order 
LO-19 disks £1.00 each Europe + 10p/disk 
20+ disks £0.90 cach World = + 20pidisk 


number of disks 


Bocseebne 


AMIGA BEGINNERS GUIDE +¥ 
CHEMESTHETICS +¥ Excellent for 
chemistry stuchents.. 

COLOUR IT +¥ Cotouring for the very 
ying 

COMMUNICATE +¥ Shows & 
ugwiomde languages, 

D-DAY +7 Hyperbook on this important 
time. 

D-PAINT TUTOR +¥ 

EASY SPELL +¥ Ages 7-12 


' ELEMENT ¥3+¥ The Fi uk Tuhle 


CARDEN DESIGNER +¥ Design your 
garden in 3D. 
HOORAY FOR HENRIETTA +¥ 
Maths for 3-12 pear olds. 
HESRIETTA'S BOOK OF SPELLS +7 
INVASION MATHS +¥ Test your 
arithowetic ekills. Good fun 
LEARN & PLAY +¥(2) Pun learning 
for 3 Veur+ 
MATHS ADVENTURE +1 
Maths game. 
MIR MIEN + Storybook 
STORYVLAND 247 Save Tovtown 
from the wicked witch. Excellent 
adventure gar. 
Cheques/POs payable to 
WC 
§ Tai Arthur 
Penisarwaen 
Gwynedd LLS5 3PN 
Tel/Fax 0286 871815 


hour of Mars 
WORDS +¥ Solve those tricky cross- 


word clues. 


bse ae 


ADULT JIGSAWS +7 
ALTERNATIVE NEDGHBOURS +7 
BEAUTIES +¥ i] sme) 
BEST OF ESCORT +¥ 
BETA TEAM +¥ 

BEYOND FORCE +¥i2) 
BFPO? +¥ 

BIG BOOBS | +¥ 
BODVTALK +72) 
RURDELLAO BEAUTIES | + 
BULLSEVE (NOT +1 

BUST UP +¥ 

CLASSIC GIRLS | +¥ 
DIGIMOVIES | #¥ 
DIGITAL DREAMS +¥ 
DOMIANA 2 e¥ 

DRIEA ELENIAR + 
FANTASY SLIDESHOW +7 
FIT CHIX 2 AGA Yi) 

FIT CHIX 3 AGA Yi) 
CIRLS OF SPORT +7 

(AON (0 GIRLS +7 

HAM SHOW | +¥ 


WADGHTY DEMOS (NOT +) 
PAWNBRORKER SLIDESHOW +7 
FEN THOUSE HOT NUMBERS +7 
ROSANNA ARQOUETTE +7 
ROTATING WOMEN +¥ 


UTOPIA 1 +7 
WHEEL OF FORTUNE X +¥ 





"Tf ordering from this section, please 
Sin to say you ane owecr |E years, 
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ELECTRONICS PACK 4DISKS £3.50 


Tronicad - create circu diagrums with ready mace components. Dagiial Bread Bard 
build and test logic circuits. Also inchides Galer-Genenc Army Logic, Analyser 


4 Channel Osacilboscope etc, etc. 


PROGRAMMERS PACK 5 DISKS £4.45 


Fortran, Pascal, C, Modula 2. Crocs amd bots of utilities 


IMAGINE ORJECTS & TEXTURES 


tracer. Archived for extra value 


COMPUGRAPHIC FONTS JDISKS £2.50 


36 scalable compupraphie fonts which work with WB 200 ar 3.0, Pagestream W1+, 


Pro Page V+, and Pagesetier V2+. 
EDUCATION PACK STISKS £445 
Packed with fun ways to learn for 3-12 year olds, 
GAMES PACK 5 DISKS £445 


TOISKS £5.95 
Coummed full of a large selection of objects and textures for your favourite ray 


A collection of every hype of game gives hours of fun. 


SCALAPACK S3DISKS i445 


Lots of back backgrounds, frames and utilities to use with SCALA 


CRAIG COLLINS ANIMATIONS 10 DISKS 


From the master of animation. the highly acclaimed LAST STAND ON HOTH, THE 
AD, REVENGE, SUNSET JETS & DOLPHIN DREAMS. (Requires 3 meg) 


BLANK DISKS 35° DS/DD disks with labels 
1O-£4.75 25-£11.25 4§0-231.00 
Accessones availabbe - see cotalogue for details. 


& ERAS 


1ia) - £400) 


































54 240 
58 TOTAL CARNAGE 


62 ARCADE POOL 
64 KINGS QUEST VI 


68 #£ULTIA 





70 48«€6MRNUTZ 
72 $STABLEMASTER 
74 #£= APOCALYPSE 


78 GLOBAL EFFECT CD32 
78 GUNSHIP 2000 CD32 
79 BUBBA'N' STIX CD32 


80 THE CHAOS ENGINE CD32 


81 ZOOL 2 A1200 


ARMOUR-GEDDON II 


ATE BODY BLOWS 


Gremlin 
ICE 
Psygnosis 
Team 17 
Sierra 
Team 17 
Ocean 

ESP 

Virgin 
Millennium 
MicroProse 
Core Design 
Renegade 
Gremlin 





At The One we believe a picture speaks a thousand words. That's why our reviews are a bit 
different and, we like to think, a lot better than the rest. Each game review begins with a short 
introduction, telling you what sort of game you're reading about and outlining its plot, then 
we follow that up with illustrations, maps and diagrams accompanied by informative captions 


that demonstrate every aspect of how the game plays. 


Finally there's The Verdict where we explain the game's good and bad points in detail, so 
that you can work out precisely whether the game's for you or not. Bear in mind that although 
a review is only written by one person, the whole team play every game reviewed and the 
Verdict and scores are based on everyone's input. 
Based on years of research this is, quite simply, the best game reviewing system devised by 
mankind. Ever wever pever. 


Probably. Ish. 


= 


[ This piccy shows you clearly 
| which Amiga - A500/600, A1200 or 


This panel indicates who is pub- 


CD32 - the game is being 
reviewed on. 





lishing and who created the 
game, along with essential info 
such as how much the game 


_ costs, when it'll be released, the 


control system(s) used, how much 


| memory your Amiga needs to run 
_ it, how may disks it comes on 


(and therefore how much swap- 


| pling you can anticipate) and even 










| how well-drawn or animated the 
| graphics are, but also how well 


| flesh’ which will be indicated by a 
| lower-than-expected Graphics 


whether you can install it onto 
your hard drive. 





This percentage indicates not only 


they complement the game. Some | 
games look great in static form 
but may be slow and jerky ‘in the 


score. 


"As with Graphics, the Sound score 


isn‘t based purely on the quality 
of the tunes and sound effects, 
but also on how well they 
enhance the game. For instance, 


| an all-guns-blazing shoot-em-up 
| with a silly bouncy jingle 





wouldn't do well here. 








PLAYVARILITE 


GPRAPALES 


5RRE OD 


| Playability, v which we hope will 


| indicates how easy the game is to | 


score down. 





ep ag new’ word, Lastability | 


| finish the game in a day or a year, 

| and also whether the game is one 
| you're likely to keep returning to 

| time and time again. It's a rather 

| important mark, especially with 

| games being : so expensive. 








Tf The Amiga family is even bigger 


| CD32s. Here's where we'll tell you 
| about how the game runs on the 
| machines not covered in the main 
| Verdict panel, as well as whether 


versions of the game are planned. | 





soon be incorporated into the 
Oxford English Dictionary as a 
‘real’ word (write to your MP!), 







get into and how much fun it is to | 
play. Things like poor control or 
cluttered screens will take this 









indicates whether you're likely to 









The Overall score is the defin itive 
| guide as to whether a game is 


many fackare think than the four 
main ones listed above, which is 
why it's not simply an average of 
those scores. Anything scoring 


85% or above is considered an 





_essential purchase. 






than ever now, with people able 
to buy A500/600s, A1200s and 








any enhanced or cut-down 











TOL mean e ly 

Simon's been very busy this 
month, but not so busy that 
he can't recall any near- 
ee Eee ee | 
ae eae Mem Cees 
win when Swap Shop came to 
era Ca te 
spitting at him and it was real- 
| ly funny. | felt really grown up 


and Brana ran trailer and everything.” Yes, 


PME Meas) rs eee ea lo 
vane Simon Byron the altel of Britain's premier 
Ae tcur meal ca elt el Me em soe 
Well done. 


yee eee 
Here he is ladies and gentle- 
men, The One's spanking new 
Deputy Ed — Andrew John 
Nuttall. Freshly poached from 
our competitors, Andy brings 
his own unique miserable style 
to Britain's most childish 
Amiga mag. You'll also notice 
ELM mele ema ale Lm 
to ar far eee ee) oa 
in the office and for that matter the pub next door, 
where sozzled punters have been pointing at Andy 
and Simes and collapsing into fits of giggles. “| near- 
ly interviewed Arthur C Clarke live from Sri Lanka 


- once," he offers, "but he told me to, ‘sod off you 
Bee es em Ce eS 


MATT BROUGHTON 

ees ee 
ee em eles) *] mentee eMC 
Clee Come Sia mea 
up to a gig once and we got 
Nae alms le mel adee 
nately, he wasn't meant to be 
there he left after about three 
minutes. Then we had Ringo 
Starr turn up to another gig 


Ele Te et we got very excited again. 


Unfortunately, he also left after two songs. | think 
he was probably worried that we were going to be 
Pt meio LC eC Ce 


Me lsec(tttem el emcee] eae eae 


Pate ae 
Harry began by saying that 
MM MER Me tee ose 
aC Ch ar ACM 
| ther questioning it became 
ee ee 
| ‘Grandad's famous mates’ 
Tse =p tls mel tee eee 
tarists that we'd never heard 
of — ‘Catfish Keith’, ‘Dave 
ee and such rs Mind you, he did jam with Fish 
from Marillion (ask your dad, kids) who interest- 
ingly enough was his benefit officer at the time. Oh, 
and he also claims to have snogged Kylie Minoque, 
but we're sure he was only saying that to be ‘in’ with 


| us. Keep trying, old person! 
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ong ago, before the earth was 
born; before the stars were a 
twinkle in the Creator's eye; 
before, even, Jesus became “popu- 
lar,” there existed a race of people 
known as the Terrans. The Terrans 
were human-like in form (in fact, 
they were human, but for our pur- 
poses they're Terrans, okay?) and, 
just like us, they loved to be in- 
charge of things — people, animals, 
neighbouring towns — you name it, 
they tried to conquer it. 
As technology advanced the Ter- 
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decided they could make a better 
fist of running it than anyone else. 
To cut a long story short, the Ter- 
rans ransacked and pillaged thou- 
sands of neighbouring planets and 
asteroids, and set up Terran colonies 
on anything that moved. 
Eventually, after many millennia, 
the Terrans reached the edge of 
their own galaxy, and before going 
any further, the Terran Lords (as 
ever, sticklers for protocol), consult- 
ed their Planning Department. The 
Planning Department's job was to 


chap the known Unbiares Inte pan 


Already bored with life on The One, Andy Nuttall 


can. Generations of Planners came 
and went, thousands of colonists 
were shipped out to new worlds 
and the Universe, as is its preroga- 
tive, just kept on going. 

One particular Terran, let's call 
him Commander X, was annoyed. 
He'd waited years for his chance to 
colonise, and now retirement was 
drawing near. After many years ser- 
vice in Terran Space Corps, he'd 
attained superior rank to many who 
had been honoured with the call. 
Why wasn't he ever summoned to 


cruise the starpath to glory? He 
oe i n pe a fF : e k 1. But ea 
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talces'to the stars with Gremlin’s new stratepy- 
em-up and plays, erm, asteroids... 
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for Commander X. One particular 
galaxy, which the almighty big-nobs 
had discovered with their powerfw 
telescopes some years earlier, was 
proving difficult to settle. At the last 
count there were 24 juicy asteroids 
just asking to be snapped-up — the 
trouble was, gulp, aliens. What the 
Empire needed was an experienced, 
methodical but totally bonkers pilot 
to lead the eager colonists. All he 
would have to do is nip out of 
hyperspace, land, develop, and 
exploit the hell out of any resources 
pdq. And if any aliens showed-up 
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(Above) Held by the pull of your asteroid's gravity, you'll occasionally find a trans- 
ea ale Se ee es PT Rie ee asl las 
the minerals which you've mined — and, more importantly, to pay you me ue 
Money makes your asteroid go round, and it’s worth selling your grandmother for 


| a spanking new vortex missile. 
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(Below) LAK'MAJ'TRAAL... Hailing aa snp italia ™" AX-ZILANTH'S 
from the M53, (somewhere outside | q “Ya, boo, and sucks 
Manchester, probably — Simon), the : F, to you!" That's the 
“Laks” are snaky, horned, and pret- ie | “d rallying cry of the 
ty hard with it. Pictured here is a ee ae - cunning Ax, who 
Lak, reclining between their two a ae | oe é are renowned for 
huge, spinning orbs (stop snickering) ih alge | | a, sticking their 
which they call “home.” : eenienh . tongues out at 
| . intended victims. 

Mind you, they do 
the same to their 
friends too. Speaks 
volumes, really. Oh, 
and they're very, 
very tough. 


TYLARAN EMPIRE 
(Above) The races of 
the Tylaran Empire 
used to be greedy, self- 
ish and parochial. But 
then they picked them- 
selves up, discovered 
space travel and then 
sped out to be greedy 
and selfish to every- 
ne else. Avoid. 


(Left) 
SWIXARANS...And last- 
ly, the toughest alien 
known to man, the er... 
tuber. Advanced and 
extremely dangerous, 
you should approach 
them with a trowel, or 
some slug pellets. Well, 
it's a bloody vegetable, 
isn't it? It's a great big 
green thing with roots. 
What next, Cosmic Cab- 
bage? Marrows from 
Mars ? Pah, we say. 


(Above) TAU CETI I1...A4 hideous race of insect-like creatures, unintelligent but 
quite capable of giving you a good kicking. They're generally predictable, 
because they operate as a hive intelligence to protect their Queen — knock her 
out, and you're on to a winner. 


THE RIGELLIAN CONFEDERATION . 
(Above)Rigellians are so intelligent that their 
brains don't fit in their heads heads. Please 
don't mess with them unless you're well 
trained, or well stupid. 
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You might look at this grab, and say that 
it's boring. However, a seasoned K240 
player would perhaps derive informatioe 
with regard to his current asteroid ore 
status. After all, you need ores to buile 
things, and you need ores to sell for 
money. You need ores to live, basically, 
and this is how much you have. 
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THE VERDICT | 
K240's a bit of a dark horse. Stalking | 
Ue ee ee CMU me cL curd 
Cee alae Pe) 
MUM MCU 
re Ue Ter Cee ell.) 
Pe en 
and the verdict is... it's excellent. Not 
since Dune 2 have we been treated to 
Pe er ee ame Cm Ctl 
in the mould of Populous but taking 
eee eee Lee Ue 
CPR tel ee ee 
CMe ea Uae) | 
‘cause it's set in the future the possi- 
Mee ihm aly 
ee ME ue eee 
lin, with spectacular results. The first 
few hours of play are taken with set- 
Pe Re UC eas 
BTC Me a 
and keeping your people happy. Nice. 
UU Tue Ua 
Teele me Ce 
DOC Ue CLS 
CU UC Me) 
Me Ce me UL 
colonise, so that if your main colony is 
attacked, all is not lost. Gravitational 
fields need to be mastered and sta- 
bilised, or even friendly asteroids will collide 
into you with catastrophic results. If the new asteroid is 
marked with a red dot, you've found an alien base — which 
Se NMOL RU aL ed 
Mit meu eel el el 
The trick is, fellow woggle-wearers, be prepared. Despite 
being a strategy game, K240 scores on the sound side as 
We Hema moa lle 
blips — but no music. K240 would definitely benefit from 
Pe eet mC tel 
is pretty strong as it is. M240's been a long time in the 
making — several world wars have come and gone since 
NER ee Ue See 
unashamedly, produced a game in the style of Populous 
PC em eT mC mL 
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CARNAGE 


TOTAL 





otal Carnage. Sounds quite 
3 hard, doesn't it? A lot hard- 
er than ‘A Bit of Carnage’, 
‘Some Carnage’, or, ‘An Undis- 
closed Amount of Carnage’. In 
fact, Total Carnage sounds so 
coll Mes CMe eel ts eel a 
btu Me atl me da) 
estate by threatening them with a 
bit of it whenever they give you 
any grief. 
mee elias Ltr 
pte a ee) cls 
acts portrayed in ICE's coin-op 
‘etal lets Me Cem die tele P edg 
Wt mee Me ele he bs 











Her Maj’s pleasure, because the 
yet elahiuile) Me: etl: | 
graphic and horrible. When you 
shoot them, Bad People disinte- 
grate into a thousand bloody 
Pel e-rat = Me att Meee Lala lil: mel ig 
the terrain. Soldiers bash each 
Pda e Mt he ae 
pew etl mL) 
an art form. Huge trucks mow 
down all those not-so-innocent 
Sat alse ee ee 
world is not a nice one, basically. 

And it's all because that git 
General Akhboob decided to have 
a fight with the rest of the world. 
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He has genetically engineered an 
army of mutant fighters by coat- 
ing ordinary creatures in bio- 
sae cele Date a) 
to destroy everything. But what 
he hasn't counted on is the inter- 
vention of two rock-hard merce- 
Mee ee) ee ile 
Es tee eb 
bee Pees Els Mt mas) 
Py era ee ee 
dangerous fighting battalion and 
by controlling one or both of 
Me ae a ele 
maim and blow up everything 
looking even remotely evil. 

Total Carnage is a conversion of 
ber ee 
sequel to Smash TV. The arcade 
giant housed two joysticks — one 
mu Bir S ee 
other for specifying the direction 
of fire — along with some pretty 
errata tml te Ral ae Mu Lilie) 
Total Carnage not the easiest of 
games to convert. So how has ICE 
fared? Well... 


You begin the game with a rather 
weedy and hopeless gun (pea-shoot- 
STC 
tops when it comes to killing people. 
Fortunately there are tons of pick- 
Were aCe Be emt ec 
which bestow your character with 
much more formidable firepower, 
Cre eR em 
Cam ls) 
wisely, though, because it is in 
strictly limited supply and once 
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TACTICS 


_ There's no doubting that Total 


Carnage is hard. Well hard, in fact. 
So in our ever-continuing 
campaign to make your games- 
playing life that bit more enjoy- 
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_ if a gang of hoodlums approaches 
_ from the right, move to the left 
and hold down fire. The mindless 
zombies will happily CULL Tacs) 
Me a 
ee ee Cae 
tactics to learn. 
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queuing!" and they'll line them- 
selves up for you to kill and maim 
and hurt and destroy. 
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often find loads of enemies sneak- 


Onn ee ee ed 
a ela ig 


PC agra De Ty fat 
fire button, close your eyes and 
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By far the hardest attack wave to 
deal with is the ‘Running directly 
into your fire from the top of the 
screen’ method. Here, hordes of 
beings leg it into your bullets, 
thinking they’re immortal. Which, 
of course, they aren't. 
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attempt to play a rather violent game = grunts, rather large vehicles speed 
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resentation. It used to be 

overlooked by developers but 

all to often nowadays it's 
given too much attention — and at 
the expense of gameplay too. A 
cynic might say that Psygnosis is one 
the worst offenders in this regard, 
however, with Armour-Geddon I! 
the company has managed to main- 
tain its high standard of presenta- 
tion and produce a decent game 
into the bargain. Good Lord. 

Scenario: a hulking great space 
computer, called Hellfire, is capable 
of blowing the earth to tiny pieces. 
Once, in the late 20th Century, Hell- 
fire thought it would be a good idea 
to try this out, and it took a small 
team of ingenious humans to dis- 
able it minutes before Armageddon 
(hence the title — get it?). 

Now it's woken up again; and 
you — even though, presumably, 
you have no experience in military 
operations — are put in charge of a 
number of large pieces of destruc- 
tive hardware, in the vain hope that 
you can do something about this 
nasty Hellfire business. Honestly, 54 
billion people on this Earth, and you 
are singled out as saviour. Some 
hope, eh? 

Most of the hardware involved 
has been done in simulations 
before: tanks, fighter planes, 
bombers, jeeps, that sort of 
thing, but here they're all put 
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The equipment area gives you an entire hangar to play with, filled with loads of 
gear for you to create your fleet. It's quite easy to build super-powerful craft and 
go out to blow things up, but you really need to consider your strategy for both 
destroying the enemy and building the Hellfire-destroying rocket. It's no good, 
for example, ploughing all your weapons into a single chopper because it may be 
shotdown, — 





Inside each vehicle and aircraft the controls are laid out in familiar places, which 
helps when you're flicking between them. This tank, for example, has the fuel and 
speed gauges over to the right, a radar in the centre, and payload information on 
the left. The payload can be selected quickly and easily — including, if you're 
shrewd with your scientists, a cloaking device to make you invisible to radar — 
and the weapons are represented by the red cross-hair in the main display. 





ae 





MAIN PICTURE (Above): The field of 
battle, as seen from the air, using the 
excellent map facility. It doesn't real- 
ly tell you a great deal, but it doesn't 
half look good. Hellfire can only be 
destroyed by building an armed 
unmanned rocket, and launching it: 
so you need to keep an eye on this 
map to find the position of your 
deadly enemy. 


together in one neat package. Prob- 
lem is, you need to select which 
ones you need, kit them out with 
weapons, then roll them out and 
control them all as a team in one 
fantastic killer squadron against 
Hellfire. So, it's not quite your aver- 
age flight sim, then. 

it does, however, have one great 
feature: flying and driving the 
planes and vehicles has been kept 
nice and simple, so not only the 
tech-heads among you can enjoy a 
good blast, but also players who 
have never picked up a flight sim 
before. The range of missions smack 
of Gunship 2000 in their layout, 
each leading you towards the ullti- 
mate goal of building a rocket to 
destroy Hellfire; and you'll be glad 
to know that they begin firmly on 
‘Easy’ and work their way up in 
great numbers to ‘Bloody Hard’. 
Hellfire can be difficult: I'd watch it, 
if | were you. 


Armour-Geddon Il is one of 
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weaponry, and a whole host of vehi- 


There's a fully functioning strategy simulation in Armour-Geddon I, but 
you'll be glad to know that the 3D bits of the game are top-notch too. 
Although the ground detail is a bit sparse, the aircraft and vehicles look 
good and move fast. This is where 41200 owners will feel smug and pleased, 
too, because the frame rate is greatly improved over the earlier machines. game and play it immediately, leave 
This doesn't really affect tanks and other slow-movers, but when it comes to ad idk vin : 

fighter planes the A600 really grates. Armour-Geddon I! well alone. The 


which must be kitted out for 


destruction. So, if you like to pick up a 


manual, for example, takes a good 
i ie = | — a | _— — . es | 4 
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needs much longer to get to grips with. 


The main — occurs with control- 


not easy when 


you've played it for hours, and quite 
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frustrating when you're first starting 


out. For the first few missions, though, 


you only need to use the odd tank or 
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Of course, in real-life you can’t just go swanning around in planes and things different technique to control. If | were to 
at night: you need to use a night-sight. And that, curiously enough, is exact- : | m 4 

ly what this is. If you have enough room on your vehicles or planes, this is i Me eM a 

one gizmo worth developing — otherwise you find yourself crawling around 
at low speeds, a sitting target for enemy equipped with this feature. 


clever rotating map, which displays tactical positions and so 
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kind of mission planning tedious. However, in this case | 
don't really want to pick holes, because |! had a lot of fun 
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tank. The missions aren't easy, and require a lot of planning, 


ut success is something that comes naturally after a while 
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The Research & Development screen is a necessary burden, really. Although 
I'm sure you want to get out there and kill things, build your rocket and 
destroy Hellfire, you need to develop certain pieces of equipment first to 
help you achieve your aim. Whether it's a vehicle or a weapon, simply select 
it and assign a number of scientists to the job. The piece of kit will be devel- 
oped, and delivered to you shortly. Within 28 days, presumably. Honest, guv. 
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Take a trip to Double-Entendre City with Simon Byron as he fails to be remotely 
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this review, dear readers. I've been 

out there in some of the Capital's 
seedier drinking establishments, chalk- 
ing my name on blackboards, eying up 
the local talent and nodding at my fel- 
low boozers when someone's man- 
aged to pull-off something quite 
impressive. I've shouted: "Good balls, 
my son,” inquired as to whether any- 
one fancied playing with me, and even 
offered money to people stupid 
enough to partake of a spot of dou- 
bles. Unfortunately, this got me into a 
lot of trouble. 

The police officers were fairly kind. 
They even acted as if they believed me 
when | told them | was in the process 
of finding out what real ‘pool! is like. 
They did have trouble accepting | was 
the Editor of Britain's biggest and best 
Amiga games magazine, but | think | 
managed to convince them by claim- 
ing to have been born in Bath. 

Anyway, I’m now in a position to let 
you know all about the game some are 
already calling ‘pool’. So here goes. 

It's like snooker. But with less balls. 
It's seldom on the telly because its only 
played in pubs. Rather than wearing a 
natty waistcoat and smart, terylene 
trousers, pool players sport scruffy 
jeans, lumber-jack shirts and smell of 
ald spice. Smoking is obligatory, and if 
you can spill some ash on the green 
baize then so much the better. 
Because there are so many varia- 
tions (9-ball, 8-ball, speed ball, etc, 


: ‘ve been doing a bit of research for 


eo 


Arcade Pool features every different 
version of pool you care to mention. 
There's even a custom mode where 
you get to make up your own rules, 
specify the colour of the table and 
generally mess around as much as 
you like. 


etc), you can nearly always bluff your 
way out of tricky shots by moving the 
cue ball wherever you feel like and say- 
ing something like: “It's the new rules, 
silly.” Oh, and you can play something 
called ‘Killer’ where it's legal to pierce 
your opponent's body with the cue if 
he's better than you. And that, in a 
nutshell, is pool D’accord? 





Up to eight players, human — or 
computer-controlled — can partake in 
the fun. You can even indulge in 
some best of one, three or five 
tomfoolery; experience the 
excitement of a knockout 
competition; or even watch the 
computer play itself. The choice, as 
they say, is yours. 





funny whilst appraising Team 17's latest. Come back Dave... 
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Okay, | could sit here saying things 
like “Arcade Pool is too old-fash- 
ioned for the discerning nineties 
gamer," and comparing it to Archer 
McLean's 3D offering, but that's 
neither constructive, nor helpful. So 
| won't. Obviously there's no way 
that Team 17's top-down simula- 
tion could ever beat the technical 
standards set by the follow-up to 
Jimmy White's Whirlwind Snook- 
er, but | reckon there's room for 
more than one decent pool simula- 
tion and if you feel the same way 
then this could be right up your 
street. Everything appears to be in 
working order: the balls travel 
smoothly and the routines used to 
calculate the movements are nearly 
flawless. Even the sound — what 
there is — suits the game perfectly 
(although | challenge anyone to get 
the gentle clacking of ivory balls 
wrong). Obviously you can’t recre- 
ate the ‘feel’ of a real cue when lin- 
ing up shots but the method 
employed here is intuitive and with 
practice gives more than satisfacto- 
ry results. Occasionally the comput- 
er opponent will pull-off a prepos- 
terous 14-ball-plant, or something 
to get itself out of trouble — which 
is immensely frustrating — but I've 
yet to come across a snooker, or 
pool simulation where this hasn't 


happened every now ard again (it's 
one of the crosses you have to bear, 
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unfortunately). So all-in-all it's a big thumbs- 

up for this groovy budget offering and a warm round of 
applause for Team 17 for not ripping-off the kids. Let's 
huddle together and bond, shall we? 


| The game recognises A1200s and enhances the 
game both visually and aurally. A €D32 version is on 
the way and will come with a free pub. 


LTA GL 


Please send cheque/PO's (made out to Premier Mail Order), or advise Visa/Mastercard number and tea date to: 


Dept Th019, 10 Tinkler Side, Basildon, Essex $514 1LE Tel: 0268 271172 Fax: 0268 271173 


Telephone Orders: Mon-Fri 9am-7pm and Sat & Sun 10am-4pm We Are Open 364 Days a Year 
P&P and VAT is included for all UK orders. Please add £2 P&P for Europe and £3.50 for Rest of The World 
Next day eT La tied availa ble | per ati UK only.some Titles may not be released at the time of going to Press — &OF 















































































































AI20 AIRBUS AF ssereesevn ca guabaveresdeciussinaxyen 22.99 Fligght SHIM 2 A wOihON SOBMOTY ..... ce erceeeeeeres 13.99 RoilRood Tyooon o.oo esas esseaeae 2.9 F | | 
A320 Airbus{EUROPA| 22.99 Flight Sim 2 USA No 7 Washington Scenery ......13.99 Reach Out For Gold A500 ori 200 -17.99 SPECIAL OFFERS 
—o APPROACH TRAINER .......::scsscesscereosse0e 19-99 Flight Sim 2? USA No ¥ Chicago scenery 13.99 Reach Gut For Gold CD32 .19.99 denies 
pr Baacks 12 O....... ceveceeeeeee 2.99 Flight Sim 2 USA No 11] Detroit Scenery ........... 13.97 Reach for the Skies .......... 22.99 Arabian Knight 9.99 
Alia 18.99 Flight Sim 2 USA No 12 New York Scenery........ 13.97 Red Baron......... See Lords of Peer) | ARMOIRES .-eseccserreresvereecurerentsmerintees Fe 
: EDS? 19.99 Fligghut sim 2 Wesiern European Tour... 13.99 = Bise OF The Robots.......... “9 Jor ALZOO 27.9 Body RIS virescens rrterencinnndannenl ane | 
Alfred Chicken ............-.- AS500/'A 1 200 JED 32.17.99 Fly Harder 8.99 Reokies 17.99 | Chuck Rock ... 10,99 ; 
Ae ni oe é ne seweee A SOO AT 200. los ety Horcer pe Pes hae ue ape oe See JERS? | 122 Rules of spoon ec Se aren ana 20 o Dizzy Panic... 6.96 | 
ten Breed Special Edition 0 ormula EN PUCMCN Es ates uli chaeriwoe cieerueasieiead De act cece ‘ ieee 
Alien Brewed caged Edition : errata? 12.99 Formule Cine Grond PMNs ee ea el ee Sa 22.99 FF yoler Cup 17.99 Jock | Nicklaus Unlimted ‘golf... 12.99 
Ambermoon Seis, aii aicaetes 19.99 G2... x 17.99 Sobre Teor lenhanc ed) Al 1 200/CD32 20.99 | Jack Nicklous Course Designers 
PITRE ed ape a! Ne sahara 19.99 Genesis... ee ee 5 CD37 .19.99 Second Samurai..........-cccccccecscece- ASO0 (CD32 19.99 | Clip ort Vol 1.. “a vena 
Another Worle tal 12. 99 Gopal Sinhion, SG RDOR EE RE A Ea 25.93 geCheT OF MONKEY _—— (1 MEG) .......... wn] 30 Kick Off 2 Final Whistle... 7.99 II 
PPP OE avissentsscssnussanscensehnessscatreenesecorspesni ' FAO) CHIME scercsssseessssasseaeesscs sai iigan ‘1 cret key Islan za oe | 
Arabian Knighis : Ai300 19.99 Globdule 000... : 19.99 Seek N Destroy “"T7 99 | Kick Off 2 Giants Of Europe .... sweet OT TT 
Arabic Kris... eseeeteeeneeeeee CTE VRP Ga icicarcesnresnesnscoeess z cl 399 Sensible § Soccer LeU (PSF FS) oe sceseeees case 16.99 | Kick OF 2 Sees Tactics sarcecbiae sted 
Avssasin Rernix (Hitt ee Goblins 3 cove PP Sears SQOGE .occcccccecscssesscesesesscsnssnnnes CD32 .19:99 | Sabre Team... nccewesacoanseacsat 
A, Train 12.97 Grohom oan Second Inmings............0.0.000. 11” SEP PEIIEE corscgsccnassctebanvunbodicsisusthanabenhanantayedinnslen W997 | ch dy Worlds .. 999 
Award ‘Winners 2 19.99 Grohom Gooch World ac ig 1 ee Fe Shoderw Lamels el ae 
Bl? Flying Fortress. | \ | Meg) a pee ede nr a cae en 22 Oo Graham Taylors 4 Serer Cc heal ahenige = 8.99 Silent Service 2 vane | 2 OP Super Tetris esuestetseasecstensesecessennsatscssesenes Le? fl 
bos SPOON innedfostvednnnvaisesinesntrceeam Beat 2 aaay 16-92 Grand Prix Cirewit ........... . 3.99 sim City Deluoce Beet 19-99 Thunderstritee .......2.:.::ccccceeteseserenceseessee OP ff 
PN cc oh oe cMiasaadueicasiazas saperaas CDS? 19. WN 5 ee ee Sa eee ee ee sabe thlate ralcerecies 5 Hie Comer ..cccceccccccccccacoseneseescnncee’e 
Bottle she 93 ; sri Dat Pe NINN ciation etracesate aniston dosing Baa eee mane 18.99 Sim City Dc igs care eves cartaliecea retested oy es " — a a 
Battletoads asst ieieniveeuaseest 17.97 Gulp Fiasvassertouteiaeesis CD32.19.99 Sim Lite (AT200)......... sic veeniebekees pact tcp banniainit 22.99 Se ee hae eee Es 
Boos Lo Returns ee Gunahi ip 2900 PE WAI ic. ss Marcio aa pe ca Simeon The Soroeror aoding Saude i266 - S a ' ~penened 
a4 eee Plone Borers Animation bt Srmeri The Sorceror | OS i » 
etter tags ic. guds Tascctlaeaye CDOG2 VF.99 Hal ooo ecsscsseaessessssssssssonssscsssennes oivee SKIDMARKS .......-ssescsescsssssstsssteenseenstenses alt OF EDUCATIONAL 
BENEATH IE AT neensencteiecsssecsiceieeenaann 20.997 Horriar durmp Jot ..........).00c0ceqeneeseereens ee i me. oT RE a ae or 
a, sk ec cued eda octoaiiicas 19.99 Heroquest 2- Legacy Ot Sorosil ... lescsssssseeee 9 = SOOCRT Kidjenhanced)... ad A1200/CD32. mie ADI English (All ut serveeevsenrersre WP 
Blade tN ree oe ea eee 26.997 Hill Stree? Blues B.79 Soccer Kid 17,99 | ADI French [all Aone 17.99 
Blastar. SELES aUNERRRaEE DbRRTEEnEbmerennarseddeueeandrieraeds ] 7.9 Hired Suna ices 22 Git SPACE QUEST i BPRERPEPEREP EE REP EERE RRRERE EERE EREREHEII4444 12.99 ADI Math (All =n mA og 
Blob Pic ycct conan aati oweaiete 7.99 History Line 191 4- ibe ates en tet ot FF SPICE QHUEST oF ..nnenseencnsrenennnensnennenennnecanemnsnnnan 10.99 = 
Bobs Bad Day 17.99 Hayles Book of Games 2... mite VWO9P Space Hulk ccce-ccccssccccssccsssssessssssssssnssee vos 22.99 | ADI GCSE pate n ish or French ..o....22.99 
Boy Blows eS ee ae eS lS K+ 9 | SPACE LEGENDS occccceccicstrcnnnerecreresereeienasis 19.99 | Better 5 (8-10) . renee 199 | 
Body Blows galactic... aad sheaths a seated tease 18.99 a8 Jores -Allantis Ady {1 Meg) DAFF SOIR os ecscnsensivcesessssssssreceeerenereerneenseeed bee cee eh Wiican cee 13 99 
Body Brow rfrog/ POPE sei veonraccsien | ie WISH AIT. s.sesncssssecesssesdeanaees PUREE Ta Ite A ebro RWG Se abaais un cedigbs vals ch atnceoewianateade A1200 22.99 et Maze (8-172) 

Body Blows v Gelaet fic Fo SO Ses Wiens i er ete ae CD32 .19.99 Street Fighter cs arc ane é 12.9 See ee eae 
Breach 3 adipsia ce ie _ CER Loree 22.99 | internotioal Open ace hampionshi ip CALL Striker * ive ce 99 Fun School 2 BPE asracifcnrsrexcvvcteruns neni) : | 
BRIA THE UNO noc cccccccccsenececuenesnsussaseneneneens 19.99 International Open Goll... cccccccreseges ETE We ae ee eo os bteninetinnnautenteamiemnndedenuntiaateancens 19.99 | Fun School 2 [(48).......cccsssecsssscsssrsssssesssneabh 
Brutal Spearts iccanit pepe a Licrurs nai. EMME IP sc: cones vaswartavseateheravens A500, Ai 2700.19.99 Sumer Hero... Sat en 19.99 | Fun School 2 (U6) ........cccscccscccscssssdecsscseabhe 
Bubba ho & § | CDS? 19.99 Jock The Ripper : a??? Super Leauge Manaz WOE co cvanua 22.79 Fun School 4 (5-7) i | 
Bubble & Squeck erent cee _... D3? 19.99 Jomes Pond 3....... All Formats .17.99 Super Methane Brothers ....000000..000..00....-. 99 Fun School 4 [7- Ma... Ne ate et eee 
Bcarmiint ROOT oc ecececcesesnrencssescssacesssicsyssagase vee 1.99% — Jomes Pond ? - Roboood.......... cee CD39? 20.99 Super Methane Brothers nee ae ee : 
Burnin Rubber cereteteeseteneeserseeenseeh | 200 17.99 Jaguar 1220 ch PF Surf Ninjas Cba2.19.99 | Fun School 4 (U5) .. acbnensnneed | 
ean Nibioet. Soe? Ul. art A. > Sa ee 22.99 ef Shrike... 17.99 = Surt Ninos ASO0 er Al200 17.99 Fun School Point + Create lover 54) . : 

ANNC FED GI is obeeeciiiaansitiiersnnennianiialinnetaniion 20.97 = Jonn Barnes Europecn Foothall of 99  SYMDICATE... wll. ?9 | Fyn School y : 
Coes Maa eis chi ic seat cx bc oes bk cobeeoce Ggiaieet arian tee 19.99 John Bornes Foothall ee en Sek aac CD32 .12.99  Toctical Manager: Englis ish or Scottish or liclian ..19.99 a 
Captain Dyname Penashtaih whines ose teDoe 12.99 Jurassic Pork ......... Rt ape a agaget NESE | -MNUNNWNN 302.1 scscacsidaananbesiesiedaamiactonsgnas ¢ 20.99 Jun Tr 5-10 : | 

osles 2 ak ais aaa ALSOO 22.99 Jurassic Pork ante Sarin ec NR TPN eae tetcancastestul grmioas ty anwanasct 15.99 nior Typist | | .. seepsaee tee besserkiee sere 
Castle contest So Jureneaic Pork: SASS en Pe ae St te Ee, Cpa? 19.49 ee lf Callectian Val | 19.99 c Moths (4- 5)... pbacdieabensdeciaiapensl ans | 
Cardiaxx . Ray a ane ao a aoe i a 6.99 Kia ie 2 2iMon AGA) ASC CD32. ao Al2Z00/CD32 22 99 — Mania |8- 12). nits ist ce | 
Coeser/ Cohort 2... “t CD32 22.99 Keys of Maramon er secersers 1G P thems Of Death........ pennidicceds a 1?.29 | Maths Dragons |6- 13).. iQ || 
Championship Manager 93 oo... sasces LI RAPPIIT 0..0ecceecensescensnecsesnnenes ot esta hacks 22.99 The Blue & TheGroay........ is 22.99 | in M 7-11] Meebidetseseetteaeemeeteriaeie ts 
Championship Manager 74 Seqson Disk FF Kings hablar... dstreseressanereel Ce THE GREATEST ..cccccscces a RAS Cee 91.99 | Merlin Maths seeeeeeeseeeeersenssenereseenes 
ne Monager eae oe 14.99 Kings Quest 2 —svawicaceor | CGR [gPMT IMEI a suricsctvmvupotannvnisiurabasurarundininenrecsiGuainis 22.99 | Mickey" s 123's (2-5) ... 
or Chambers © Shaolin ........0... asereeee de, | ee fp ot 5 ens ae as AS00200 26.99 {ota} Gomoage sahmieeaa te eat asians oe Het Mickey's ABC's (2-5)... 
1oos Engine ea ease sero WRCROMER co cce ss nol une cpvcepapvecannes iraaecowueyegenees 1.99 | Tetol Common ..o a, sekaicpanbeaante tase 
aac Engine fe erence ee OOS RNMGHTS OF THE SRY IT MEG) 0099 Teo 29.99 ey. th bonis — ai 
Chaos Engine ...............-...- AME RSP Cerne Seenpeaed 5 crcccersersestggneegecevarecesevsccectacieesternens B99 Town With Mo Mame... cccceccceesecees CD32 77.99 | McKey s he hal as 
Chuck Rock, CD32 .19.99 Lomberghini American Challenge .................. ons Trops, a Vey Mickey's Memory Cc ae ite " 
Chuck Rieck >. re COS? 19.99 = Leoen ae - an : 2409 Trivec | Pursuit Drea ie ee tne 32 | 299 Noddy's Big Adventure ji iieiag Neepawa Ot 
Civilisation 1 Mag) Mairi xscsidasnatige <leddedsiea tai ae 22.99 LE 5 2 (THE by scineiuldeanid smdieetniiebieatati 17.99 Trolls................. he A1200...9.99 | Noddy's Play Time (24)... 
ee iaisuaxeaik aN easdieatetasesttenec oceans AV200 25.99 Links Boon ae MIE, ga: eeaees Rene 3 a | ae ap akaseidoe eae CD32 .17.99 | Picture Frachons (7 bide 
Claws... ; ae 99 | Leisure ne LOW as de ova vi vac eteakaas uhins/ugiiirencoaiee a Trolls... : 9.99 Playschool (3-8 
ene oc ne 19°99 Lemmings Rees “1999 Two Towers is CAC 19.99 | Playschool (3-8) ... 
EU RN os al cats oa vcnated adi incerouisiasevindvs 19.99 — Links- The eR dene ot We Gp cect cesta cas VPP RPAIGE POI, os sscicsassceessnecescamsipgergeae 22.99 Play room (3-8) .. 
Combat Air Portrod oo. ccccsssssssesssesees VP MIN ai cand snteessanlonatinsmsanuadl CDA TS RGR SD co cts reste rersarsaseeans A500/'CD3? Ae Pe Reasoning With Trolls 5 12)... 
COMBAT GA ii iciieetinelsibineadataaneetesaniaet Te Chee Ona, sclera creat ahaschainbseueatane CD37 .19.99 Twilight 2000 20,00) ; 
Cosmic eee ee ee a wee Foe ives 500! Football . CD32.17.9F TS _ Due veveernereneeeoD le Ue 
NR gis tne oe olan, cadibaeiaadeeshtaiik 17.99 LORDS OF POWER... peas curennnetinianiemaialicaeee Lae aye sen shea Ae pete ocarh mse skegieere 22.99 
Sri mie a erect in : wis a ks eg i iclubantscvetstiiesssatceerseyireeeses apa Be oe ee pais yoreguspcecinionnnyisrreseeyasneesrai Baste or obi e 
SES ce etcrietisesesesnnnan jatectceie 2.99 Lotus Turbo Tri y & Sia cpkatusayseataxerte teers Zt. timate Bony UN cia caclan ene CDSZ. Robin Hood |B + 3.99 
Crash Dumnrys. Ae ee er 19.99 UMS Compilation 27.99 
ah. 17,99 UNITED PREMIER IEAGLE CHAMPIONS 1999 LIncowered TF 99 = (A Christmas Carel (84). 13.99 
UII css escnas eteesasosetnensintenes 22.99 Marie Is Missin eee a 19.99 Universal Monsters i age 17.99 | The Three Beors (5-10)... sesvannees 39D 
MINN padi dices phe ais uae otanicasa VO.99 Mavis Beacon 2... .cscccccscscsssssvesceseesssevessreneen TRI” URI 2 sciccdeascivehisaressonssciecdarponetaanes CD32 22.99 | Wind in The a (64) npn lee 
EPL aun cs tacmeneshllvencupsgeis iaiicerchviamarieher sagsiea nT Oe ; WUMMING EID hath cs tntaycnnaetrsuenuceedeaenoaioeeaaaisa teen Deer AUMMIOO resis spesasaisecetstassantiseent AS500/CD3?.19.77 | Wirord OF Oz... ita Oe 
0 Generate on D32.17.99 Messengers of Doom 0.000.000 1e.o¥ wiht COMMANDER ....... ‘ 
pangenavs < Sireets. ASOCQ ex ALR. 17.99 MICROCOSM....... COS? 29.99 | Winther Olympic 4 
RUMI at, cscs nensds tpleisiases noc IR. AREY WRT PIES «cnr ceine tienen rerinonicmmnesivucnsumeskese ek 17.99 Winter Super Sports san 
Dark Suni Shattered Lands Bas ied once ; = 8199 Mon ae SESE UE LTE Sa aa. ood = YJ dpe... saith easSiutdecd ious’ g aaa epa7 19: He 
Deepcore Series nonce ei waaay ae ae V7 2 Mir Nutz nareveraeenernenarvorievornenieg aa 7 2 FoI 2 o...scccseseserereeeseseeeee A SOO / AT 200/ CD32 .17.99 | 10 Capacity 3.5" na BOK ..ccccscssccseeenceree | PF 
PUMA sao oe tbr nk nanan s eee PP ec SI = A tae __—*s| 40 Capacity 3.5" ee in: a | 
(ies ume Music Construction Set 2,0 oF ay Mough NPRM os sxepan coer boewaeshiateaatees A, I Farnvats 17.99 5O¢ 3.5" Di sk Boos: 5.99 
Deluxe Point 4 AGA... i dete eal ER CN on owas eee aren caine 5.F? apacity ae pr meucepaepeaaarroms re i 
Sea AMEE ic siesh ins ctasiitovintes fveoeecivonse CD52-19-99 New Zegland Stary .ccecnns mre Be 6.99 dd ed 80 Capacity 3.5 "Di Box ... ee 99 TT 
Desert Strike,........ 19.99 Niet Faldo s Golf... AS00/CD32 17.99 100 ee d. - Disk BOX ..eccsccssssssseeeee? 99 | 
TN chic tckins chant veciddintasinctucioes AI200.19.99 Nick ¥2 DF pabeaianis a japticeca coca 17 9 FANTASTIC WORLDS - | AWARD WINNERS 2 [| Ana jesitovest aver 99 
=. oe SR tin at a Nige Mansel World Champ . A500/CD32 ” oy Mega Lo Mania, Sensible Soccer, || Cheeta once 9 
incsoaur Detectwe Agency a. 7% ippeen IA as sca dendhaadi sete aiiaaaaa steppe : : | 
Bis nile Mercy EZ oe ae ct 79 19 oo Ne Second Prize A500 / cpa? 1d 99 Pircibes, Populous, coe Cheetah Span son 1.99 
Dizz¥ CD PACK .. idea CD32 16.99 Operation Stealth... ccccccccsssn: 11.99 Realms, Wonderland Competition Pro EXtG scscosesnesoeeeeseese 14.99 
Dogtight nner ao io Cecar sd: ce pemeee verses SOO Alen Pee £97.99 Les Freewheel once Wheel ...-csocccecconsee: 24.99 
we woes 1 AM BS LUNN seo diss spnitaccichnaestpangeiivammees te OX} .1 7. 
DONK CO52-19.99 rg fgieneneeeeeereeennnrrnnnni 6.99 he oo Couwis anne ek Ea accion 
POIROT is vcriesaiicacaciaaniacdsaans : orso! sors 8.99 Peo ows, .uper ; i eet he 
MOTT A aa atten A ora a eaiadarcoka stevaena hd Le: ee (See Lords of rome é ee , Overdri ™ “ahah yen nas eae seh hick rennin 
Eunice s paielieleaed aendeupaesmiiromctonmen 19.99 PERIHELION .. Si 19 " Palonad Facet, Porkect ” ts | Qu seserensttecseoetosacestenseetion UDe 
aa ada ceed cil tse 17.99 PINBALL DREAMS + FANTASIES ...cccscsssscccsssssssos22 99 vn eel : j | Quickjoy Pedals. simiabetsveanitiacerer OF ee 
ELITE 2 [FRONTIER] ........---2.+++ ASO0 OR CD32.19.99 PINBALL FANTASIES ..0......cccccccccenecesnrens a, 200 19.99 £1999 SPACE LEGENDS | | Quick y Topstar... 17.99 
rae ee 19.99 PINBALL eee fat eas caeec anes Lara CD32 an : Wing Commander, Q i herb... Th ean ae 10.99 
European Champions EE en A ee oo Elite * J) Quickjoy Tu seeemeceseecstentserencnrs UME TE 
European Championshhi Football... (e198 ee Gel. ne coir 19 29 Ne, | Suncom Slik Stick.. sassnnsitiesinininasiate ee 
Eye Of The Beholder 2 fh 21.97 = Podice Ghomst Vc uses lee DIZZY COLLECTION Mega traveller | acai 
Eve ot B cee. j | 2.99 Palice Ghues! ay, Soe lz 3 Fost Food. Kwix Snax £19.99 
EXCELLENT GAMES .. ee ee -o oe Excellent ome Sk eerie 
NOM ta erieciten steve teevcenasa ancernaqaveatierrdiligdh CD32.19.99 Powermonger& Data Disk .................. re Ay Fantasy Werld Dizzy, SPORTS MASTER 
Bye adres Ss, : T7909 «= Piretuigbomie of oo ccccccsescsascaaeces { ee sesesases 14.99 Treasure Is. Dizzy, European Championship 
ee ee ces tak tare ty Susugnitae tetas oak nadeciacanaat 10.99 Premiere sostzenesrsholee, ee A 1997. PGA Tour Golf 
FI? Challenges Project X......cccccscssssssses CD32.17.99 PREMIER MANAGER 2... sovipserectheovesinscies: FET one erent adieantoue Teresa indy 800 
F19 Stealth Fighter ... L1PP Prime Mower oo csessceceusanues EF £16.99 Adroniogy Tennis nary 300 TDK ne UNBRAN- RECYCLED 
FLA Ai hihcowk Stealthtigqhter veveenene te Nd ince OF Persia b.99 . WERBATIM BOXED DED 
FA PREMIER LEAGUE POO eames aie aeucee Dc > PRNMMIGE DL 0 crecrrcisnthsasssetaaeuiacunasdinasildad _.-- 10.99 (WzzrY'sS EXCELLENT 
Salle Gh i 43 Project M/F LY Challeng oo. CD32. oe ADVENTURES 
iebcls Rc hincadaetnast wih repre : : 
et oe he Chie 19.99° ete Cle CBI'27'99 |] Dizzy Panic, 10 7.99 649 5.99 4.50 
Firehenak.... 8.99 = Pro Tennis Tour 7- ee _ cence. — Courts #.........4.99 1 Bubble Dizzy, Chizary 70 14.50 11.99 10.99 #.50 
cs Sarees + Mega- Lo-Mania ie > ae per Fererreenerersiaseesssssansaeanenss ae Prince of York Falk, 340 21.99 17.49 15.99 12.00 
Fight ofthe iinadar crn 10.99 wok Alien Breed ae NMEN Rf oe een eee ten 1140 28.49 24.99 20.49 15,00 
estaghusevasesseseeeuaeig west For Glory | ......10001+ ee sandra ae TES ee 
Flight Sim 2 Great Britain Scenery 26.99 Quest For Glory 2 eae cs "13.99 £16.99 ure of The Temptress, Dune | 50 35.00 26.00 23.99 17.50 
Flight Sim 2 Japan Scenery 13.97 Ralibowe Islands... vei PP e219 100 65.00 49.99 44.99 435.00 








Oe UI Sa ae Bier ok 


ee 


Ma etecarprameseripitrmogt “see Matt Broughton's a bit cheesed off — and 
that's death. See entra} marin ers oa ee came i eed ae quite Tre lee Thanks to Sierra, he’s not 
games Me CE seem to BL bie feexth iciarecdt” nt , 

Pe eta nL Ce ra Maer ae : only shipwrecked, but not allowed to see his 
to take delight in throwing the — wer, A es er sijeviioo oe 


CECB oe eC Un me ae 

young boy seems sure thathe =§ 4 . 
Ose CRU ie ee 'm not happy, you know. | these things) | find that the gods 
CRU i) ne | ae es MUM CCM Leela 
else has told me that I'd drown. problems now and then, but thought and have actually ship- 
Oh well, I'm a trusting sort — DS able to find wrecked me on the very same island 
SPLASH — glub, glub, glub... aC eee mural ik eee eMule se Bela a) emg 
a aa ieee wai Pe ae eee eae: le MCU MC ae 
Sr Ln to Cetin rw | soggy. Yet here | find myself, a bit only problem is that my girlf’ thinks 
island in 4 store, and I'm 4 little confused } ents) a -dlaabdhdeeicieulnalentabiiad I'm dead, and, being a loyal sort, has 
about my location. Could you tell me what place |] vO a SoU Soo a shacked up with the 
Ehicic. and whe lives in bhi Ss castle?" bee mem au examination, | find ete s Grand Viser, Just like Vizier 

re a YSU eo RE 

sc Ding gta tot snared Mee ae 
ae BURT ly : trom ee. 













































ed in oe or EL al \ val 
ar ee Ts crete i ly secrete Pn Pen 
my Willy — a small dog 
eMC RU meee 
aaate tT crc — 1 would travel the 
ear and breadth of the island, ina 
= | cate -a-dub styley, interacting with 
characters and objects along the way 
TCM ce emt MR COM mee 
eVGA CLE kd 
SSC ae Rem me 
come along. Oh, all right. Come on 
aimee Camels Melee Mtn metal 
Pema ceil ooe 









WHAT'S IT ALL | 
ABOUT AL? 

You might be wondering just 
what all this is about, and 
how the ‘King's Quest’ thing 
has managed to get as far as 
a sixth episode, so let's have - AR... | 
a little look behind the UTR m Cm ee ME mC Mul ett Ml) a) 
scenes at this particular got no idea where my girlfriend has disappeared to. Wait a minute... some- 
quests origin. Over to you ras Nee ee 
Prince Alexander... magic. That'll come in handy! But what's that picture forming?... 


| 
| 
| 
| 
| 
} 











Oe Ae ret enamine ela eg 
been eating enough fresh fruit?” Oh no, 
Se ee 
: Pie as re acetoacetate 










ar 
Ms] 


fie Co a Seat a ted ane th 
PROPOR rset hs oe 
become quite regular — only 

pepe ie: oni 














# 
age . 
et + 4 
Pee, oo } 
au: 

ae: 

i r. 










ee 
Pe ee 
ell? as Ae 

















_rivers of Columbia. 


The redwood... the Prat a eal 
F : storm's going to be a 
pine... the larch... bi yah 
Nara Te bit nasty. Oh well, my — | 
by my side, we'd a) 
sing, sing, sing. eee matelots should 
arta Rea ti Pls tem] dg) hi 
a ‘ all 


nauseous after all 
the excitement. I'm 

a tie te mie] a) 
quick vom.’ Let me 









| Rr ko i 

ee ee eee 

piece (which is more than can be a 

— hope I'm insured). Ho hum, i'd rai see hae 
the hell 1 am and if there are any nice egg and 


Ma eee 














eC CR Re ——— wate. : Soiniauaeou 
















Bre ee, ni The hems on the fron ‘counter: are the only 
work siibelecesbninasheteeneicebeel rseeabbaees antag ae <— 


renee henley sre i | price ¢ of one copper. you nay make your choice | 

Pee ee eC 

Ne el a a ge) 

bound to be a subtle clue either in the locations — 
2 one 
: atl beellaienetel i 


eee 
Have you an inkerest in tinder boxes? Thiz 
lone is only stightly battered Tk holds a good 
i cuppiy of Flint, a sturdy strixing pad, and even 
aaa Candie in case you Find ‘yoursetf with maughk 
Eacise to hold tne Flame.” 


eae nannies 




















Ld ale te 
wo 
ny Btls 
a 
as the islands 
PC Me: ae ete eee 
Pree Mae ky 
between them 
Very handy indeed. 













is Beh 


eat < 


oat eT ere 
cee i bee. 


ee feature of il Ps 
el) eK Welt we 
ee ee 
when you've just performed an action, 
or heard something in conversation, that's 


bhai ee ae mec Cee ea 
COC Te oe 


h te the ‘ping’ | now know that — 
tee Lat Pea 





fe 
ae 
' at least I've got my 
)) #inventory! Yep, any 
uma 
fost without some sort 
eta es oe 
Pes 
BCPC UG mare ere 
SM icke ts mari: 
SUC e eC) 
Re ue 
ae pulling down the 
PPT PET Pras Ten edo one Sa 
sist abbot hadanbhanlenhe iehcbllnsio eso drake phabiecehabtaalhid corse 
6 teen “ocr aeihewnees a 















































Pay ee rar, payee Sees A 
RS ateroae tg 1 shock a eA ae 
ae aay ines oenaas Shon 





Pa Re ee 
handful of ‘action 
Pe ee alg 
walking, talking, look- 
ing, using, and giving 
Tomales ly 
Prete 
ing to the top c 
tae te tadials 
Se |) a he 
by cycling through ra 
them with the right 3 
nent sadness Mur pod et 
SUE ls eile] 
i act 


=e 





wa ae eee 


F on 


g 


ay ee 
ae 


One of the first il Clearer eat t 
are really friendly. After working with the ne ete 
quite refreshing to go somewhere where everybody is blade: 
eT Der matte ams tls) tml Ly an Tam 
while they give you tons of useful iT : 
Oe 


wii Naa 





THE VERDICT $e 


The number of Amiga aa a aes 
Pe ee ed eee ee Ss , 
ea mela MT) ee) a sia 
ea Ee Messi) Ces a a 
Amiga adventure as quickly as their 
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quite up to the standard of Simon The 
Sorceror (American spelling, not mine) 
Ct ee) et Dee 
has as much to offer as far as depth 
and problem solving goes. The obvious 
moans to get out of the way are the 
usual ones, but mainly centre on load- 
Tee Wem aa mere tee Ulm 
general interruption they cause. Hav- 
UPR Mee Retell 
the Easter weekend at home on my 
ris ae Pee aie ee ae 
Ce Ut eRe) lee eR 
hard drive users that you won't have 
else mem tL aea els) ae 
Semele ltt eal . 
BO ee ae 

been included, is a ‘fast travel’ map (such as 

used in Simon The Sorceror) just to make the journeys a 
EtG mee) tet ae Cee Cee aT 
aS Pe ae ed ede Ue ae 
raat mee ea ee Ce ae Mme Col 
no ‘fob-off' responses in this game for one — | know it's 
Pee Mee ee em Ce a 
Tm eee me lie 
to talk to a river (or something equally as stupid) the game 
will give you a relevant sarky comment rather than just 
some standard ‘! don't understand’. | know it's a small 
SP Meee GC h ma et lactam et ee mi 
ing that you're only playing a game. The music is only 
‘okay’, but good animations and a decent plot/quest make 
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resembles Frank “Frank” Bruno, of course.) And, true to his doppelganger, 
Junior's taking a pummeling. The screen isn't really this wide (unless you've 
got a HD television) — we've pieced it together using the wonders of mod- 
ern technology. We don't car what we do sometimes. Really we don't. 


= o it's CD32 time again, is it? 
wel blow me if it isn't Team 
& 17 displaying its latest beat- 
‘em-up, a clever mixture of two pre- 


vious games — Body Blows and 
Body Blows Galactic — compiled 


into one game on one CD. Clever 
marketing, some would say, because 
for a relatively small amount of work 
Team 17 has created an entirely new 
game — and one not possible on the 
floppy formats. 


A huge 20 characters are now at 


your disposal, including all the orig- 
inals: Dan, Yi-Tu and the token 
Maria; along with the newer, sexier, 
interplanetary beings: Phantom, 
Puppet and Inferno. (Actually, Infer- 


Ooof! Aaargh! Thwack! Biff! Heeeurgh! Smack! Kapow! Er, Biff 
again! Kerr-ack! Blam! Whap! Splat! Crump! Slap! Whomp! New 
flame Andy Nuttall has a bit of fun... 



























no always struck me as being a bit — 


odd. | mean, OK, so you don’t mess 
with fire; but surely some of the 
grip-and-throw moves wouldn't be 
possible from an everyday streak of 
flame? Call me picky...) 

Anyhow, control of the characters 
has been beefed-up, with their grav- 
ity and weight sorted out to give a 
better impression of kicking each 
other rather than prancing about 
like they were on the moon. A few 
extra special moves have been 


please die-hard beat-‘em-up fans 
but not, presumably, their friends 
who come round for a 
quick fight of a Sunday 


onds on the end of a 
“Special Punch.” 
There's a lot to be said for 
plagiarism, but Team 17 Is 
close to the extreme with 
some of its blatant rip-offs of 
certain other games in the 
genre. There's little need for so 
many special moves: as long as 


with, the players will get most 
to speak. However, they are to 
into other 


game 


the more outrageous moves 
become almost believable... 


added in for each player, which will 7 





and end up being pum- © 
melled to hell in ten sec- . 


you have a good game to begin © 
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of their kicks out of kicking, so — 


be applauded for taking the — 
galaxies, — 
because there at least some of © 
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All 20 characters line up before a match, waiting to be chosen. Just like football 
at school, where the Captain was always the cool and hard one, who never chose 
you because you were weedy and crap at games. Well, it was for my friend, any- 
way. Here are 18 hopefuls, but the Captains are already picked, leaving Inferno et 
al to sit and cry for a bit. Probably. 
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The Phantom's got this bizarre move where he seems to mesmerise his oppo- 
nents into submission, before finishing them off with an electrifying death 

move. Or at least, it does when he’s playing Dragon, who's particularly thick. ~~ 
Dragon can beat many opponents just by stomping, however; and you stomp | 
by simply holding down the fire button. So killing things are pretty easy. = 























No doubt every magazine has already made 















tons of hilarious 


‘mens’ parts’ jokes about ‘Nutz’, whereas Mr Sophis' himself, Matt 
Broughton, puts down his comic book and dons a paisley dressing 
gown to discuss Ocean's latest platform rodent like a grown-up. 


ee 





es 
es) Ee iy - 


aaa, 
ae 

ee 
ae 
Ff 


(Left)Mr Nutz is no ordinary squirrel 
— he's also a flying squirrel (perhaps 
he’s from Borneo then — Simon.), 
and as you open chests during the 
map-game, magic feathers will occa- 
sional fall your way. One will let you 
glide, two will let you rotate, and 
three will let you change direction in 
mid air. This feat takes a lot of prac- 
tice as you have to build up speed 
by diving, and then swoop back up. 
if you're impatient it'll get on your 
nerves very quickly. Sorry. (Stop 
apologising we are tough and hard- 
bitten hacks — Simon.) 


(Right) | realise that this screen is 
devoid of squirrely matter, but 
that’s because I've gone all swirly 
after catching an invincibility icon. 
By running past this plant to my 
side, you can rotate its leaves, and 
huzzar! — tons of toys come flying 
out; only one of which is invincibili- 
ty. You'll also notice the happy, if 
unoriginal, mushroom bouncing to 
my right. Unsurprisingly, if you jump 
on this, you'll spring into the air. No! 




































read a lot of Arthur C. Clarke & 
my spare time (i.e. the five mir 
utes out of every 12 hours that 
Simon-allows me to relax) ane 
am constantly impressed | 
amazed by his [Arthur's, not Simon's, 
ability to create realistic ‘other 
worlds’. | imagine, then, that he 
would turn in his grave (if he were 
dead, which he isn't, and must there 
fore be content with just rolling 
about a bit in his front room) if he 
caught a whiff of Ocean’s plot for Mr 
Nutz — which incidentally, qualifies 
for the ‘Euro-journal Crap Plot 
Award’ currently held by Hrof 
Saknusum of Denmark for his hilari- 
ous ‘Please to be helping me with my 
rook-sack’ series. | 
Come with me, if you will, to 2_ 
planet inhabited by chickens so 
advanced that they've managed to 
invent such technological boons as 
racing cars, video games, space ships 
and coffee machines. Picture now 
how exactly Ocean reckon a dowdy. 
flightless bird with spindly legs and 
‘er, not much else’ would have man- 
aged to build, let alone use any of 
the aforementioned items. Anyway. 
Unlikely as it may seem, the chick- 
ens prospered and lived a happy exis: — 
tence until, one year, the harvest) 
failed — result: one planet full of | 
hungry, angry poultry. Now things 
get silly here, with the chickens trav- 
elling out into space and finding the 
‘Peanut Planet’ which they sow with 
the seeds of life. Several millions of | 
years later, the planet has, er... 
evolyed and is replete with many 
species, including — naturally — mil-_ 
lions of chickens. The "Space chick-— 
ens’ return to claim their harvest 
coercing the native chickens with) 
promises of unlimited power. 
All would now be lost, save that 
Mr Nutz, the usual sort of Super 
Squirrel, is conveniently-holidaying | 
on Planet Peanut, and because 
has already saved the universe a cou- 
ple of times before, he's been called 
on to rescue the planet. Quelle sur- 
prise, as the French might say. | 
What this all boils down to is the 
tried-and-tested platform routine, 
with four different worlds and a 
number of secret levels, bonus icons, 
power-ups, and (of course) dastardly 
chickens. | can tell that you're just 
dying to try out this ‘new experience’ 
so I'll delay you no longer... 











ibove) In a revolutionary turn of events, Mr Nutz is able to curl up into a ball 
nd roll around the screen at high speed — not something we've seen before 
1 a platform game. No. Unfortunately, as I've already mentioned, you never 
sally get to exploit the game's speed due to the huge number of spikes that 
irk at the bottom of the slopes. Oh great. 
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ZELDA-TYPE BIT 
This top-down section pops up 
now and again to break up the 
platform action. Here's what you 
can expect to find. 
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There are no plans to move Mr Nutz to any of 
the other Amiga family right now. Of course, 
stranger things have happened. (That horse 
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Simon Byron flaps his arms around ina 
rather peculiar manner as he tries to 
win some imaginary money with ESP's 
horse management sim. 


(23 MAR) 


FA r; 


i ist= £ 16128 
’'f Maiden H* cap 


Pe ST TT 
i «! 5 b | i | F ee Ce | 4 


es WO ad Be in a ss ss | 


You can choose to skip this part of the game but that's inadvisable because 
it’s where what little excitement can be found. Right from the starter’s pistol 
to the end of the race, the horses jostle for position, so you can never be 


sure which will win. 


‘ henever a particularly 
specialised game arrives 
in our typically untidy 


and disorganised office, it’s usu- 
ally handed out to someone with 
a modicum of interest in the sub- 
ject matter. Matt's great for 
reviewing Beard Simulators and 
checking out the latest music 
packages. Andy's fab for enthus- 
ing about anything Welsh, so 
there aren't many games which 
lend themselves to his harsh 
treatment (but we do like to feed 
him the games requiring more 
than an ounce of intelligence 
because he’s got a degree in 
Electronic Engineering, or so he 
claims). And | tell everyone I'm crap 
at everything in order to avoid 
work at all costs. 

Which is probably why | find 
myself with this predicament. 
Unfortunately for me, neither of 


Ze ee ce ery 


Bese eee ae 


if you don’t fancy your own horse's 
chance then there's always the 
opportunity to bet on someone 
else's. But if you can't be bothered to 
study form and all that rubbish then 
you can pay one of these three 
geezers 600 quid for a red-hot tip. 


Alternatively, chuck them £300 
and they'll tell you which horse 
they think will win. 


the other gits in the team had 
any interest in Stable Master 2. 
And because | haven't yet mas- 
tered my delegation or assertive- 
ness skills, | didn't have the 
heart to force anyone into some- 
thing they didn't fancy. So here | 
am, writing about a horse-train- 
ing simulator, when the closest 
I've come to a horse is watching 
one pull a cartload of kiddies 
along Blackpool beach in the 
Summer. On the telly. Or were 
they donkeys? 

But then again, | bet only a 
small percentage of the popula- 
tion has any experience of horse- 
training whatsoever, so perhaps 
this is, after all, the most honest 
way to approach this review. In 
fact, we planned it like this so 
that you, the kids, wouldn't be 
baffled by overly-complicated 
horsey terms. Yes, that's right. 
Harry lives on a farm, which is 
virtually the same as owning and 
racing his own horses, and we 
didn't ask him to review the 
game, did we? No, but that's 
mainly because we didn’t think 
of it at the time. Damn. Roll on 
Stable Master 3, then. 


HOW TO GET STABLE MASTER 2 
Send a cheque or postal order 
for £24.95, made payable to 
ESP software, to: 32a 
Southchurch St, Southend-on- 
sea, Essex 551 2ND. 
Alternatively, call the credit 
card hotline on (0702) 600557. 
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What? An AMOS game enhanced for the 32bit 
machines? Don't be so bloody daft lad. 









} ey = = a SILICA 
When vou buy your Amiga from Silica, at 
Our advertised peices, we will give you ome 
or more Tree gifts. The gets include the new 
' Chass packeGRA Basic & Phoban Paint Il. 

Check thimead to see which gifts come with 

each Amiga from Silica. An enhanced AGA 

version of Chace thal lakes fall adveriage ot the 

SorTwarRe Pack = AA Chipset will be sent with A120 & AdOD0s. 


CHAOS ENGINE 

SYNDICATE 

PINBALL FANTASIES 

NICK FALDO'S CHAMPIONSHIP GOLF 


CHAOS PACK: £125.96 
GFA BASIC v3.5 - Powerlul Basic Programming Langquage.. £50.00 





PHOTON PAINT Il - Powertul Graphics Painting Package... £89.95 | 


TOTAL VALUE: £265.91 


i worTH 
OVER 











The Ami 


Dehn Fut 


TW AGA. 


Word Marin WF 










rarity. 
RAM u 


25munz 68030ec 
DESKTOP 


20 1302 


iT ao 


FAC WAT - Aa ‘a 


RC VAT - ua ug, ‘ 


25muz 68040.ic 
DESKTOP. 


sow ee 

142 
3) 
tea et =-——— - 
al7a MP 





OAT 
el 
Ae) 
The A4O00 runs at up io 27 fiemes the | 
speed of the AGI 


TMLUON COLOURS | 
RESOLUTIONS UP TO 
TAOS ane BOwHOO | 














i 25mnz 68040 
irl TOWER 















The 4atge oe maine | | 
fecibiity cerviding plant of mem for | 
econ & peepee Gaps | 
40 162-81T FORA If SLOTS (TOWERS) 
JnPC-A7 SLOTS (TOME Rad] 

tabd-ba VIDEO SLOT (TOW EAD 2) 






4000 O30EC, O40L0 and 
i) SChl Tower are available in | 
saver) AAM Hand Grve options trom 
Siica pee oe bene. a fully | 
configu approved carry | 
Commodores full one year on-site || 


races are also available from | 
Silica. Due io curnent fluctuations in the | i 
market, please call lar upgrade prices. | ~ 

























FROM SILICA - 








THE UK’s No1 AMIGA SPECIALISTS 


AMIGA 1200 PACKS * ABR 28IVE 






























| | Tay Amaga 1200 Age! kharesed’s 
SCALA TIONS o ci oi THOME: | ri COMPIGLAA TIONS Prods AGA World Chimtpentdiep AGA | 
ae |= + (See Top Left) 


RACE ‘WN’ CHASE 






Total Carnage Wonhierh Prat Manager | 
Bean The Lion Gay By Day Pian: 
inn 2 Persona! Paani wd 

(See Top Left 
























ime AMIGA G00 g.95 | © te AMIGA B00 
BUILTIN tes DRIVE GLH ta DRVERTY MODULATOR == 


BUILT4N TY MODULATOR ine cane eee ares [© ERC-ASCHAADVEMTURE .......... E20.99 
DELUXE PAINT Ill ........... £78.08 . ‘gg |S ROME-ROLE PLAYING ADVENTURE = £25.00 
: j © SILLY PUTT. eeetseremeveers BE] © WyTH-STOP THE SPREAD OF EVIL. £19.99 || i. 
LEMMINGS 5K SY OWED ccc 29 | @ TRVAL PURSUIT POPULAR OU. feg.eo | D 127° |. . } 
[Bea Top Lat € ee Top Let)... £265.91 run | Hea 

TOTAL PACK VALUE: PACK VALLE: £750.86 
LESS Puce SAVING: ES Pace SAVING: £401.56 64 


SHLICA PRICE: sich ots PRICE: £349.00 oo 





















BULT-N ie DANA TV WCCULATOR : 
fee HARD OIEE ....... ead E1Ta.00 



















AC WAT - AC 1 i WAT - ie Sc / 



















BMC WAT - lat 2981 













Se internal (DE Mand Drive Options 
Warrant 


1 Year Origa 


















































HC VAT - AMC 0888 ee ING WAT = AMG 0604 BROGDEL: Procensar - 14.1 Clock Sewed 
— ae ae | Sad Architecture ‘tue Chap FAM 
PREVIOUSLY ET orega DCG viLby Bitte TW bbpgulatoe Agproved 50° Hard [ries 
| Al Chip Set! 1d Mion Gotoury Filled Gorrectty beste metal safety shemid - does nol 
10 30-B CPU) LM Expanaion Slot es Seay i 
; POMC Greer) Coed Sot Capen Ory Comimmodioee 6 Cerca! 1 Wear (a, Sale Warranty 
NG VAT - AS Deo G WAT - A ooas fi bey Kiasybnarel wich Humane Ripped Look for Soeckel (ifickal Ungrade’ sticker 






Dae 
ie 


ee 
aE 
[mel 









































* 







A570 ane oe 
Clipe to sade expiration peat ‘2mm Dot Pitch 14° Colour Screen PLUS! 
Enaiies pour Arrega 500 fo fun COTY software B00 dots « FES lines Aegoluteon « 1h 7 hake DANGEROUS STREETS 






Plays normal audio CO desce 

Storage Gipacty @qual bo B00 fanpy disks 
Transfer fine | 53% becom 
Compatiiie wit CO< Gand CO + WD formas 
Compatible with 09660 standard 

Bore ced ASODs: reed rpc - cat tov cntads 


wikatie 


Anaieg FSH, Ciigal TTL and Composite Video 
Extemal Controts Tia ASIRED P| 
1 GALE FREGURRED For cee: 
Wokume, Brighiness, | pag ae05-6.96 meas 
Contest, Colour - 
Horeonta & Wartcal 
Centinng Haight 

en 


Anti-glare Screen 

Headphone Socket 

Slared ound BAC] VAT - MAC dda 
HUTCHINSONS ENCYCLOPEDOA FAP £29.94 — = — 
a 8 TVIMONITOR 
n¢ FRED FISH - 600 — q 


1 Public Domain Tiles | 28> Sanna | 


WING COMMANDER 
DIGGERS & OSCAR 












































wi war 













Gl Th 



























































| = gases alia 3¢-8IT POWER x 
c APPROVED —— oar ae FULL SCREEN VIDEO-CD 
Is f uthorised Am Linkan cowbarmne) 1s Sé-ottechnclogy, deterthan a sivas Yoo 0 ouch ino oo ner CO 
| csclge tie Gat aed tases OF | | : ganed CPL campaliole wim the lalget Video-CO 
or 1200's with hard drives, for new or PLUGS INTO THE BACK OF THE CO™ | @ Zu» RAM ae, CAS ee er Se 
existing owners, without aflecting ALLOWS YOU TO PLAY VIDEO CDs | @ CD QUALITY STEREO SOUND Philips and Sony (eee lett} 
lcavmadoa's  ciigdal oon site Full screen, full moton Vira & ere WIC | ee A ON COLOUR PALETTE COH LINEAR COMPATIBLE 
| warranty, Wo offer other upgrades ats CD-| LINEAR COMPATIBLE = | @ Games FROM BELOW £20 With optional FAW module, will play CO 
} and repair service for ASOO and ; Allows you bo play Gi films & music videos | PLUGS INTO ATV OA MONITOR peemarene E 
| 45008 computers 14 Remote Control Colour TwMoeitor PERFECT FREEZE FRAME PLAYS MUSIC CDs Ce cunkeie 
| UPGRADES & REPAIRS Inc BG Sear Socket for uae wilh Amigas. INSTANT TRAGK amet eS DUAL SPEED IMNGEROUS STREETS « C&OAR 
| * Latest fad aqguignanit Infra Ped Remote Comtrol SELECTION ae. Transfers diaia almost teens as lost oes WRG COMMANDER © DKNSERS 
* 20 reine fachnicwans Qn Screes Display to Adjust Colour! Yoluee SUIRERB CO | ondinay CO-AOM deves 
| * 20008 of parts in stock Ont Timer | ® MULTLSESSION 
,* EAST, 48 how service Flash Bark Fealure Fiesngeues ALL cata oe COe, ewan och 
,* eee ee 40 Channel uve! — informator wes. added alter inal pressing 
1 Lr coun f AAMGE OF GAMES, FILMS & 
* AD work guarantape at can cor MUSIC VIKED TITLES ARE AVAILABLE TE RATOR SOMTrEs PAD a 7 
CALL FOR A PRICE LIST or eas FOR CO - CALL FOR A PRICE UsT | @ GOMPATIBLE WITH 28 COTY TITLES en INC VAT - CCD a2e9 






ae | | : 081-309 1111 


SILICA - sii AMIGA SPECIALI UE CHELNGEGRD auOr,, Debenhams ‘(2nd Fioar!, 7 High St ‘Chelmsford, Essex, a 1DA Tel: O245 490654 


Belore you decide when ie buy your ® SHOWROOMS: 


new Amiga compuler, we suggest you 


CROYDON SHOP: Debenhams land Foor! 11-31 North End, Croydon, “Surrey, CRO (RO Tel: 081-688 4455 
We have demonstration and training facilities at all our stores. | | GLASGOW SHOP: Dabenharns (sth Foorl, 87 Argyle St, Glasgow, Strathclyde, G2 BAR Tel: 041-248 3896 


think very carefully about WHERE you | @ THE FULL STOCK RANGE: IPSWICH SHOP: Debenhams (ne Foor, Waterloo House, Westgate St, Ipswich, IP13EH Tel: 0473 287092 


buy it Ganginder what @ wil be like a fw 
months afer buying your Amiga, when 


All of your Amiga requirements are available from one supplier. LONDON SHOPS: | 5? Tottenham Court Read, London, WIP OBA Tel: 071-580 4000 


you may require additional peripherals or | @ FREE CATALOGUES: Selfridges: (Gasement Arena. Oxdord Street, London, WIA 1AB Tel: 071-629 1294 


sofware, Of help and acvios. Ard, will the 
company you buy from contact you with details 


Will be mailed fo you, with special reduced price Amiga offers, as 
well a3 details on al Amiga software and peripherals MANCHESTER SHOP: Debenhams (ani Hoor, Market St, Manchester, Lancashire, M60 17A Tel: 


2 new peur At Slice, oe ees tet yor we have rong |) @ PAYMENT: SIDCUP SH oP: 1-4 The Mews, Hatherley Road, 5 dcup, Kent, DAI44DX Tel: 081-302 0811 


worry about. With our undvalled aapanence and espertisn, we can met 
GUT CLBSOmers” PaQUIrPe Tre Wilh ain Lucers lari wha |e Beco bo 
hong. Gomplete and return fhe coupon now for our iiss! FREE 
IRershure and begin to eapanence the “Silica Service" 
© COMMODORE APPAOVED UPGRADES: 

OAicial Hard Dive upgrades with MOL on-site warranty. 

FREE OVERNIGHT DELIVERY: 

Un al hardware orders shipped in ihe UK manland 

FECHNICAL SUPPOAT HELPLINE: 

A team of Amiga technical experts will be at your service 

PRICE MATCH: 

WE Match CoeIpetiors On a “Same Product - Sarre price” Basis. 

ESTABLISHED 15 YEARS: 


We hawe a proven track record in professional computer sales 


PART OF A £50M A YEAR COMPANY: 
With over 200 stalf - We are solid, reliable and profitable 


COAPORATE 4 EDUCATION DIVISION: 
Volume drscounts are available. Tal: 081-308 D888. 











Wh oe SOUTHEND SHOP: _Keddies (na Four, High Street. Southend-on-Sea, Essex, SS11LA Tel: 0702 468039 


To: Silica, ONEAM-0594-104", 1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 40x 


Nin Mire Miss/Ms: .......  linitials: ieeaas RPMI MEY NNGay eatercecterte sisi exetemoranresseaPstaciantec kane = 
Comperyy Mame (0 epBmble): oo. sccccccciccscecsectecscsscs cece isseessasseesensnecssesyannscnetontnesnsnrenmeias eave veiteabas 
CS cssterpesseinsuasshsnemexssonpecsans as hiieaints Ste ee See oa hue ev altuera ee vee leap We nt SENTING du me Red oe anda eomem A Nee ee 
SUID ueuepexisnerpearsh sequnmasaderdsdyremmctsndirandepiasesane uiheatione Postcode: ....... zseotuabetus aunuieessG sete eeree nee eee 
a 081-309 ae Tal (HOm@): .......cccccccccerses pccguacyssecuceanaes Tel (Work): ....... See iRaRES mv cnthreonciebndi again 
— heat 4 ani Bs ae Which computer(s), if amy, GO YOU OWN? ...WW. eee tesescsssuescoeeeenseas genistein TAA 


ERGE - Acwertised prices and specifications may change - Pina nefum fe coupon for the babes! intonation. 








é a 


s much as | hate sexual 
stereotyping, | think it's fair 
to say that 99 percent of all 
boys like helicopters with big guns 
(apart from Harry — who prefers 
biplanes — but that's only because 
he’s old). Although some argue that 
fast cars are substitutions for other, 
ahem, inadequacies, I'm sure that 
even your typical Capri-owning ‘lad’ 
would prefer to spend Saturday 
nights racing around the town centre 
with his elbow sticking out the win- 
dow of an Apache Gunship instead of 
a clapped-out old Ford. They'd even 
be able to say “Fancy a lift home, 
darlin’?" and mean it. 

Boys also like guns — the bigger 





the weapon, the more masculine the ga 


bloke carrying it. Even if you're the 
spottiest twerp in the playground, 


no-one’s going to call you ‘acne-cus- | 


tard-face-trousers’ if you've got a 
huge gun in your satchel, are they? 
Got no girlfriend? Then arm yourself 
with an Uzi — you'll feel much better, 
and that's a fact. Everybody knows 
the only reason Saddam Hussein tried 


to erect a gun two miles long is | 


because the blokes down the pub 
called him a pufta. 

So if you're attempting to create 
the perfect Boys’ Game then a big 
helicopter with a variety of weapons 
is essential. But for added appeal you 
could trying mixing in a host of 
astonishingly-large explosions (cou- 
pled with equally-impressive sound 
effects, of course) and millions of tiny 
men who die screaming when you 
pepper them with bullets. As a final 
touch you could call the game some- 
thing trouser-throbbingly hard, like 
‘Death Massacre in the Jungle’, but 
that’s an optional extra. 

Apocalypse, then, is unashamedly 
a Boys’ Game. It was originally 
announced way back in September 
1991, with its release pencilled-in for 
Spring the following year. However, 
the game has been plagued by prob- 
lems (| won't bore you with the 
details, mainly because I'm not 
quite sure of them myself) and at 
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one stage was about to be dropped 
altogether. During the two-and-a-half 
years of its development, the code 
and concept were shunted between 
at least three development teams, 
ending up at Miracle Games who had 
the unenviable task of tying all the 
lose-ends together and coming-up 
with something coherent. 

But before we move on, let's talk 
about the plot: It's Choplifter. Okay? 
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of disgusting appeal and you'll often find your- 


| with their rocket launchers but if you attack 


| them to the wounded grunts. They'll rush out 
| with a stretcher and carefully lift the friendly 


























This huge gun is one of the major — 
problems you encounter during th 
first mission. You won't know 
where it is at first but it has such a — 
long range that it can almost pick 
you off from your starting position. 
The best tactic is to take-off straic 
away and hug the ground until you 
can manoeuvre yourself underne 
the offensive weapon. It can’t hit 
you from here, so take your time 
and attack with everything. 





Picking off enemy soldiers one-by-one has a kind | 













self cheering sadistically as you shoot an enemy 
soldier in the back as he's running for his life. 
Occasionally, these men will fire back at you 


them with long sweeping runs from left to right 
then they don't stand a chance of hitting you. 


(Below)in true Choplifter style, you have to res- 
cue a number of friendly troops and deposit 
them back at base. If you accidentally shoot one 
of your allies, then you'll need to pick up the 
medical team from the tent on the right and fly 


fire victim to the relative safety of the chopper. 
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Most of the prisoners (wearing white (Below) You see that huge ball of 
uniforms) are locked away in the flames? That used to be me, until | 
many huts scattered throughout the decided to show off and fly into the 
level, so you need to free them using ground. You can land on any solid 
your machine gun. If there are any piece of land as long as you descend 
friendly troops inside then they'll straight down in a horizontal position 
start to run towards the nearest solid and not with your nose or tail first. 
ground where you can park the heli- Strangely, you can fly ‘up’ through 
copter and airlift them back to the  . platforms at any angle you want. 
base. However, some huts hous; : 

nast goldiers wherru 


The fifth and final level is very 

similar to the old 8bit classic Airwolf. 

It takes place in a ruined temple filled 

with dead-ends and narrow passageways down 
which the enemy is holding a key hostage. Unfortu- 
nately, there are also about a billion hostile 

troops running around the place which makes 
spotting the hostages a particularly trouble- 

some task. By the way, if you touch the 

walls you lose a life. Okay? 


Yes, yes, yes — this is what we want! 
By selecting homing missiles you 

can take out any enemy helicopters 
with a quick tap on the fire button. 
These lock on to moving targets 
including tanks and jeeps and will ruth- 
lessly hunt down anything and destroy 
it instantly. The best thing of all is the 
fact that the bad guys don't have any- 
thing this powerful. Marvellous. 
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In Apocalypse everything that moves can 
be converted into a flaming wreck with 
relative ease (as long as as you manage 
to avoid any returning fire, that is) but 
unfortunately you can't set up impres- 
sive chain-reactions and take out 

whole areas with one missile. 

Shame that. | like big 

bangs, me. 
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(Below) Woah-scary! As soon as the second mission begins you're attacked | y 
an enemy chopper which looks suspiciously like you. Cynics would suggest 
that the programmers have merely duplicated your helicopter to conserve 


memory, but that's not the case — the enemy has ee fy infra 
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(Left) Your helicopter has a very limited amount of special weapons such as 
homing missiles, rockets and mines, which are set-off by tapping the fire but- 
ton twice. You can change the weapon in use by hitting the space-bar (which 
also pauses the game) and using the joystick to highlight your choice. The 
amount of weapons you've got left is displayed above each icon. 
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. ’ last breaths. Sadly, the 

corpses disappear after a 

brief period of time so you 
can't return to the scene of 
i senseless carnage for a 
pte “=. nice gloat. 
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(Below) Helicopters attack from both 
directions and will either concentrate 
on frying your troops while you 
attempt to rescue them, or blast you 
from the skies using their big guns. 
It's not all doom and gloom, though, 
because they can't ram you, which 
means that whenever they appear 
you can manoeuvre yourself behind 
them (by flying through them if nec- 
essary) and shoot their bottoms off. 
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(Right): Stupidly, some of the troops 
think that the taller you are, the 
harder you are, which, as we know, is 
wrong. But by congregating in large 
numbers they do present a real threat 
because you can't take them all out 
at the same time. The best tactic is to 
locate these towers and make 
quick dashes from left to right, 
firing all the time. 








(Above) Additional weapons are 
dropped in on parachutes which can 
be collected by flying into them. 
Although these supplies are meant to 
appear randomly, for some reason 
more are dropped to the right of the 
levels, so if you're ever in dire need of 
seekers, or mines, then that's a good 
place to look. You need to pick up the 
parachutes before they disappear off 
the bottom of the screen into the 













































(Above) The a of ‘the 
third mission is to rescue at least } 
seven imprisoned scientists who are 
being held hostage on this huge destroyer. 
Unfortunately, you're not told where they 
are, so you need to work out a strategy 
before you start blowing the boat to 
bits. Locating the scientists is only 
the beginning of your worries. The | 
bad guys tend to stick close to 

the hostages and if you kill 

more than three POWs the lz. 
mission is over. Sharp shoot- 
ing is what's called for here. 


(Below) The first mission requires the 
murdering of a radio operator to stop 
him from informing the enemy chop- 
pers exactly where you're picking up 
the POWs. Failing to destroy this 
sneaky creep will mean that as soon as r% 
you set down your helicopter you'll be @ fie 
attacked on the ground, often result. f 

ing in heavy allied casualties. 
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On paper, Apocalypse's bad points far 
outweigh the good ones, but for some 
reason it manages to keep you playing 
for far longer than it should. After ; etee wach 
extensive research, I've managed to F@ "i ts (yer ras 
pinpoint why this is. Firstly, there's [2 >PSPre aes 
nothing more gratifying than killing }) enone ae 
enemy soldiers with a huge machine 
gun and watching them die quite hor- 
ribly, and Apocalypse gives you ample 
opportunity to indulge in this immoral 
pastime. Secondly, | reckon it's virtual- 
ly impossible for a competent develop- 
ment team to do a Choplifter clone 
badly. And thirdly, it’s a real challenge. 
Although Apocalypse does its best to [ 
put you off from the start with what 
appear to be unfairly-tough enemy 
attack patterns, with perseverance it's 7 
apparent that everything happens for ¥ A 5T A a rs TY 


a reason. Prioritise your targets cor- Di ) 7), 
rectly and things soon become much ane a 
simpler and it's this element of the merges emma s 
game which is the most rewarding. aki aie 
Games such as Desert Strike and Gun- [=~ a 

ship 2000 have managed to duplicate 
the pros and cons of helicopters in com- 





bat remarkable accuracy and fortunately 
Apocalypse is just as successful. You may have an awesome 
amount of weapons at your disposal but if you fly headfirst 
into crowd of enemy gunners then you won't stand a 
chance. Unfortunately the fact that there are only five mis- 
sions has meant that the programmers have opted against 
including a password facility. | can usually reach level three 
after half an hour's play but I've yet to complete it, and hav- 
ing to play through the first two over and over again is 
beginning to become a chore. In an ideal world, Apocalypse 
would have come with twice as many missions and a pass- 
word facility, making it a game I'd have no hesitation rec- 
ommending. As it stands, what's there is excellent but you 
may become bored with the first two missions before you 
get the most out of it. 
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Welcome once again 
to the part of the 
magazine where 
Simon Byron, Andy 
Nuttall and Matt 
Broughton try to 
think of things to say 
about old games with 
one or two so-called 
enhancements. Great 
or what? 


DONK CD32 
Supervision 
£29.99 


David Upchurch was the lad who 
looked at Donk back in our Novem- 
ber ‘93 issue, and rewarded its 
efforts with a fair 80%. It's back 
again, only this time boasting all the 
trimmings that the CD32 allows. 

And what exactly can you expect? 
Well, not only do you get the obvi- 
ous graphic and sonic extras, but 
you also receive completely re- 
designed levels, devoid of the bot- 
tomless pits and annoying dead- 
ends that plagued the original . 

The game also now features a 
slightly tweaked two player split- 
screen game, where you can play as 
either Donk himself or a new friend 
called Judo Juggs (there was a girl 
at my school with that nickname! — 
Simon.). This basically means that 





At last, Simon's fave game ever 
makes it to CD32 — but he’s 
swanned off with some PR girlie 
today, so | get to review it instead. 
Unlucky, mate, but there you go. 

| do feel lucky, actually, because 
Gunship 2000's such a great game. | 
love MicroProse, almost as much 
as Matt loves Bubba ‘n° Stix in 
that special way and Gunship 
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a a —, 
rather than looking at two Donks 
running around, you now know 
which one you’re meant to be. How 


very groovy. 

Unfortunately, the game still suf- 
fers from being a rather average 
‘jump around platforms and collect 
diamonds’ affair, and though boast- 


2000 is easily their best game ever. 
What's it about? Helicopters, of 
course, and stonking big ones at 
that. Apaches, Commanches, er, and 
some other ones — they're large, 
they're tough, and they're damned 
excellent to fly. 

Heck, if you're a propeller-head 
when it comes to flight sims, there's 
enough technical info and attention- 
to-detail in here to keep you holed 
up for days. Personally, | like to load 
up and go, and Gunship 2000 suits 
me just fine. 


ing an impressive 112 levels, still 
lacks that ‘certain something’ as 
David pointed out so wonderfully. 

The programmers have also made 
the mistake of adding lots of ‘little 
extras’ such as before-, between- 
and after-level animations, which 
add nothing and do more damage 
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The CD32 
version has 256 
colours, which 
makes it pleas- 
ing to the eye, 
but thankfully 
the increase in, 
colours doesn't 
slow-up the 
gameplay. Sadly, the game is let 
down by not supporting a mouse: 
joypad, yes; joystick, yes; keyboard, 
yes; mouse, no. Strange. 

Apart from the extra colours, the 
main additions over the original are 
an excellent rendered intro anima- 
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a 
than good because you can't skip 
them. Dullsville, Yawntucky. 

| didn't actually rate Donk as high- 
ly as David did, and to be quite hon- 
est with you, this gives me no more 
joy than the original. [MB] 





OVERALL: 7fir% 
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tion, and a range of CD-quality 
soundtracks, which (gasp!) you can 
even play separately from the game. 
Impressed? You bet — | nearly 
bought a CD32. [AN] 
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g _ | ...is just one of the stupid phrases that can be made from the letters thing-napped, when the spaceship 
ied die 4 | CD. ft’s also got something to do with standard games made available crashes, marooning Bubba on a strange 
a. on the CD32. What exactly that something is, I’ve yet to discover. Sorry. planet with no apparent way home. 

— —— ——s — . That is, until he meets Stix. 

Stix is a rather special alien possess- 
ing a certain ‘stickiness’ which other 
aliens lack. Their friendship leads to 
tons of puzzle-based platform fun, as 
you (Bubba) use Stix in as many ways 
as possible; as a baseball bat, a snorkel, 
a level, a snooker cue (no, I'm not jok- 
ing) and many many more! 

This CD update features a gorgeous 
animated intro, tons of new CD quali- 
ty music tracks (though I'm a bit upset 
that the original groove has gone), as | 
well as more sampled noises (some of 
which are very funny, not to mention a | 
bit suspect). 

This really is a stonking game, and | 
sions we've had to review, the only recommend it to everyone without hes- 
game that has singularly failed to - : itation. I'm in love. [MB] 
impress has been Zool, which has | BUBBA “N" STIX OVERALL: 92% 
had its platform action ruined by the | Core £29.99 this game lovingly around his 4 . 
introduction of garish and intrusive | GO...AND...BUY...THIS. The end (A tongue in a four page review back 
backgrounds, which can serve no | Matt Broughton Completely in the January issue — but in case 
useful purpose other than to | Biased Opinion Production ©1994) you don’t know the story — here 
increase sales of Anadin. Sorry about that, it's just that | it is again. Bubba is an innocent 

While Zoo/ 2 A1200 was loading | was supposed to have a quick look lad who has been ‘stolen’ by a col- 
up, | felt confident that Gremlin | at this updated version, and lector of universal species. He 
wouldn't let me down a second | ended up spending two hours finds himself on a huge alien ves- 
time. Every reviewer moaned about | ‘remembering’ how brilliant it sel, surrounded by strange beings 
the awful parallax Zoo/ A1200 was | was... er, is! Simon actually rolled who have been similarly um... 
born with, so surely the Sheffield- 
based software publishers wouldn't 
make the same mistake twice. 
Would they? Er... 

Kind of. You see, although the 
parallax isn’t quite as imposing as 
the first version's, its introduction 
has resulted in one, um, ‘slight’ | - 
problem: it’s now SLOWER THAN | 
THE BLOODY A500 VERSION!!! 

Now | know the original version 
slowed down occasionally, but this 
‘enhanced’ release pushes its luck 
somewhat. Every time you perform 
a spinning leap through either a 
baddie- or bonus-infested area, the 
screen jerks uncontrollably as the 
program struggles to keep up. Why 
does Gremlin think that a slower 
game — albeit with added parallax | 
— is better than the standard 16bit | 
version? You buy a piece of software 
to play with, not look at. 

My advice to any A1200 owner is 
to pass this one by and be content |) 
the the A500/600 version. Although } | 
it isn't as attractive as this release, 
it's a damn sight more playable. [SB] 
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I'm confused. | know I'm not the 
most technically-minded bloke in 
the world but | was under the 
impression that the mathematic 
equation ‘Ordinary Game + A1200 
= Good Game’ could be proved time 
and again. Out of all the A1200 ver- 





















Disposable Hero did pretty well 
when it appeared and although it's 
not exactly a classic, it is definitely 
one of tha better horizontal shoot- 
‘em-ups on offer. CD32 owners are 
now also able to enjoy all the 
violence, as D-Hero makes its way 
onto CD. | don't find games like 
this as easy to control with the 
joypad , but if you're used to them 
anyway it's not going to cause you 
a problem. A jolly good bash to be 
sure. [MB] 

OVERALL: 81% 








GLOBAL EFFECT 
MILLENNIUM 
- £29.99 


Hmmm. Global Effect. The definitive, 
killer CD32 product, or pointless con- 
version of a, dated game? One 
thing's for sure: it feels weird play- 
ing it again, because since its origi- 
nal release we've been treated to the 
likes of Dune 2, K240, Genesia and 
The Settlers and we're waiting for 
the release of Sim City 2000 with 
bated breath. In short, it’s out of 
date, and its CD32 release has come 
as something of a damp squib. 

In Global, you're given three dif- 
ferent missions to have a crack at: 
create a world, save the world, or 
rule the world; and although your 
tasks are similar for each scenario, 
you need to orientate them towards 
the chosen goal. In a typical Sim City 
setting, you're assigned a large 
patch of territory which you can use 
to build things on. Coal mines, 
power stations, cities, farms, sewage 
works, water treatment plants — 
hey, you can even plant some trees 
(if you're that way inclined). 

To be fair, the whole Globa/ con- 
cept has slightly more down-to- 
earth connotations than mining 
spice on Dune, or knocking about on 
asteroids in K240, so from a “protect 











the earth” standpoint it should be ‘t on CD32, apart from a bit of music 
applauded. But, when it comes and the obvious lack of floppy disks. 
down to it, do you want a reality 4 few extra colours, a bit of animat- 
simulator, or a fun game? ed graphics and some extra in-game 

It’s a slow game, but an accurate sound effects would have made all 
world-builder which is capable of the difference, and brought Global 


teaching you alot about economics. Effect bang up-to-date. [AN] 
There's no real advantage to having Overall 70% 








THE CHAOS ENGINE CD32 
£29.99 
Renegade. 


The Chaos Engine is one of my 
favourite blasters, so it was with 
some trepidation that | approached 
this CD32 Update, what with the 
A1200 experience that is Zool 2. 
Thankfully, Renegade has avoided 
the pitfalls highlighted by Gremlin 
and, as such, this version of the 
Bitmap Brothers’ classic is the best 
yet. And that's completely true. 

In The Chaos Engine, you have to 
guide an heroic soldier through five 
levels of Gauntlet-ish action in an 
effort to destroy the eponymous 
machine. You are always assisted bv 
either a computer- or human-con- 
trolled partner, but that doesn’t 
make the task any easier — there 
are five huge worlds to blast 
through, and each is filled with hun- 
dreds of evil mutants intent on your 
total destruction. 

Although on the surface the 
game may not sound like anything 
special, its appeal lies in the clever- 
ly-designed set-pieces and puzzles 


constantly thrown at the two 
heroes. The adventure is structured 
in such a way that you're forced 
along a set route, with new areas 
only accessible on completion of 
other tasks, so the brain is taxed 
almost as much as the trigger finger. 

Matt mentioned the A1200 ver- 
sion's ‘super-duper’ graphics (which 
translated into English means ‘256 
colours’ — | must remember to have 
a chat with him about his English) 
when he reviewed it back in January 
and this CD32 Update has equally, 
er, ‘super’ and ‘duper’ visuals large- 
ly because they are the same ones. 
But specific to this version is the ani- 
mated intro (accompanied by a dra- 
matic voice-over) which outiines the 
events preceding the game. 
Although this isn't as impressive as 











PREMIERE 

Corkers £14.99 

If you're expecting a Bubba 'n' Stix- 
style love letter then I'm sorry to dis- 
appoint you. It's not that Premier is 
a bad game — because it isn't — it's 
just that there are absolutely no dif- 
ferences between this and the flop- 
py versions. Except, ahem, the price, 
of course. 

Anyway, you play the part of a 
young film editor whose film has 
been nicked from the cutting room 
floor the night before an important 
premiere. By journeying into several 
different levels, based around spe- 
cific types of films, it's your job to 
retrieve the film canisters and all 
that kind of stuff. 

The major difference between this 
and the many other platformers is 
the exquisite presentation. The 
graphics are nothing short of bril- 
liant and everything animates per- 
fectly, conveying the slapstick tom- 
foolery with remarkable ease. Apart 
from that, it's standard platforming 
action all the way. 

OVERALL: 73% 
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the intros found in Liberation, or 
Microcosm, it suits the mood per- 
fectly and is a welcome inclusion. 

Some of the music has been re- 
recorded and is quite superb — in 
fact, I've been listening to some of 
it on my CD player, but don't tell 
anyone because it's a bit sad. There 
are also some additional sound 
effects pulled from the CD and 
dropped throughout the game 
which weren't in the previous ver- 
sions. Thankfully, Renegade decided 
to keep the in-game themes as they 
were in order to retain the amazing 
interactive soundtrack which 
changes to suit the action. 

To be honest with you, I'd almost 
forgotten how brilliant this game is, 
and it's certainly been the cause of 
many late nights here at the office, 
even though I've already completed 
it in its AS5OO incarnation. If you're 
new to the Amiga scene then don't 
hesitate to snap this up. It's tough, 
it's taxing and it'll give you blisters, 
but at the end of the day it’s fun. 
And that, after all, is what games are 
about. [SB] 

OVERALL: 92% 














TEAM 17 DO THE 32! : 
Team 17 has swaggered into the playground that is CD32 with a very special bag of conkers indeed. Pop — 


down to your local games emporium and you'll find some gorgeous games with gorgeous names, bumped 
together on special two game disks. Though enhanced in no way, these are all top titles and well worth a quic 
butcher's. Kumbaya my lord. Kumbaya. 


os 
he: 


PROJECT X / F17 
CHALLENGE 
Team 17 £14.99 


Need | say more? Project X was, and 
still is, phenomenally bloody good. 
Still holding its own as the best 
shoot-'em-up available on the 
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Amiga, this really needs no further 
comment. Therefore...THE END. 
F17 Challenge was, and still is, 
phenomenally quite okay. Still not 
holding its own as the best shoot- 
‘am-up available on the Amiga, this 
needs further comment. There- 
fore... It's a racing game. Okay? 





is afab package just waiting for all 
you to be snaffled up. [MB] 


Both these games are well above 
average and to be quite honest, 
you'd have to be mad not to want 
them in your collection — if they're 
not already there. Which is unlike- 
ly. Unless of course you've never 
seen an Amiga before today. [MB] 


OVERALL: 83% | 


ALIEN BREED SPECIAL 
EDITION / 





| QUAK 


Team 17 £14.99 


- | personally think that the first Alien 
Breed was much better than its suc- | 


cessor, but that’s neither here nor 
there as far as this page is con- 


cerned, because AB7 is the only one | 
“a on offer. A brilliant game by all | 
accounts, and doubly so with two | 
_ players, it should also be noted that 
this is the Special Edition rather than 
_ the original, and therefore, even 


more brilliant. Yes, | like it. 


| | reviewed Quak a fair old number | 
of months back, but it still remains 


close to my Amiga for those occa- 
sional silly moments. It's another 
game which really blossoms with 
two players, but has all the splendid 


charms of a Bubble Bobble beater at 


the best of times. This double-pack 


OVERALL: 92% 
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Just one small view of the world.. 
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OVER Now there is a very different magazine for the dedicated 
) games player. 

25,000,000 
READERS 


is a ) )6A magazine that examines all the new hardware and tells you whether to buy or 
AND IT’S STILL 


ae AL A magazine that is 100% independent and cares only about you getting the best out 


GAMERS of today’s games. 
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‘A magazine that commits to reviewing every new game and rating it. 





Tie 












The only magazine that has understood what gamers want for-the last 12 years. 
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it’s Computer and Video PX 
CPi oe yy 


,..but like you’ve 
never seen it before! 


INCREDIBLE REALISIAE 50 





Budg, budge, budgety, budge! More and more, comes throught our door. It hits the floor, 
and we go...er...Cwor! We realise the poetry isn't up to much, but Matt, Simes and Andy 
sure know how to review budget software. Look... 
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KIXX ak rE 1 6 99 
With the original Eye Of 
The Beholder recently 
released at a budget 
price, US Gold has wast- 
ed absolutely no time in 
whisking the sequel on 
to our shelves. Eye Of 
The Beholder II is every- 
thing a sequel should 
be: it's bigger, the 
graphics are far better 
than its predecessor, 
and it offers deeper 
gameplay. In addition, 
there's a larger variety 
of monsters, a larger 

| mission, and more spells 
When Domark decided to go up, up and away, it opted to side with the to cast than most RPGs 





Russians. With MicroProse fighting for Uncle Sam, with the likes of Ocean could dream of — and if 
and EA at their side, the Putney boys plumped for Soviet MiG 29s — and it that’s not the perfect 
wasn't a bad choice. Most flight sims are much-of-a-muchness. There’s only sequel, | don't know 
so many flaps to be wiggled before a game becomes swamped and over what is! The original 
complex, and it normally falls to the scenario and missions to save the day. icon system has been 
However whilst MiG may indeed try something different by siding with the tarted-up too, and the 
lvans, the gameplay and missions are nothing we haven't seen before. party of adventurers is 

In terms of screen update and polygons, MiG'’s OK. The backdrops are a every bit as easy to con- 


little sparse, and the screen often slows down if things get a little hectic, | ‘trol as they were first 
but the usual array of views ariel frills qu | time round. 

are there — just a little bit dated | Plot-wise, we're in 
now. And there lies the crux of MiG's familiar territory. An evil 
problem, M'lud: it doesn’t break any demon has stricken 
new ground. Whenever Microprose another world with 
unleashes a new sim, you can bank plague, famine, death 
on it being really fast or really etc. As such, it’s up to 
detailed. MiG is neither. It’s a little you to recruit a series of spell-casting and axe-wielding pals to go 








rte too complex to be a Thunderhawk- and sort him out. Blah, blah, blah. Yep, it’s nothing we haven't 
Ww style blast, and there aren't enough _ =i. _ heard before, but Eye Of The Beholder /I's presentation and content 
keys to take it into F-19’s league. . lifts it way above the likes of Black Crypt. Developer, 55|, has taken 
~ Sim buffs aren't exactly strapped _ the best bits of every other RPG on the market, and the result is a 
<r for decent games. Most of Micro- hotch-potch with bits of Dungeon Master, Dungeon Quest and the 
Prose’s back catalogue has started Ultima series stirred in. 
sii appearing in cut-price forms, and | At a meagre seventeen quid, you really can’t go wrong with Eye 
Core’s Thunderhawk is an excellent _ Of The Beholder Il. its complexity may put the casual RPG fan off, 
a buy at a tenner. As such, MiG suffers | but perseverance brings its own rewards and the missions which 
LJ from the same problems it had as a _ lay ahead will have you banging your head against the walls as you 
full-price title, and will probably be _ explore the labyrinthian levels. Budget games are a brilliant way of 
oc just as ignored this time. Ocean's _ picking up classics you may have missed first time round. If that was 


budget label has thrown up some the case with Eye I, then rectify it immediately. 
excellent rereleases in the last few 
months, but MiG-29 is as out- 


dated as the plane it's based on. — —_ Caer a ee 
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UTOPIA 
GBH - £9.99 


At a time when Sim City had everyone rebuilding London and when Pop- 
ulous had introduced the world to the newly-christened ‘God Game’, Grem- 
lin was typically quick to spot a nice bandwagon and leap aboard and it 
managed to combine the best aspects of both in Utopia. Set in the dis- 
tant future, man has started the colonisation of far off worlds and is in the 
process of building cities, factories and mines. Unsurprisingly, these incur- 
sions have put the local aliens’ noses (if they do indeed have such 
appendages) out of joint, so not only does the player have to fight for 
existence, they also have to ensure cities can fend off any alien attacks — 
it's no picnic being an inter-galactic settler, you know. 

While Populous may indeed be the grandaddy of 
God games, for me Utopia is the better product. 
Building a city, expanding its infrastructure and devel- 
oping its resources is far more interesting than being 
a ‘mere’ deity, and the alien attacks and weird build- 
ings you can create in Utopia make it visually more 
appealing than the Maxis game. As has become the 
norm in the genre, the creation of your site is effect- 
ed via a selection of options located adjacent to the 
main play area. The moon surface itself is seen from 
a weird isometric viewpoint, but the graphics are far 
more detailed than those of any of its kind — with 
some of the weirdest alien ships and buildings this 
side of Blakes 7 (ask yer Dad). 

For a paltry Ayrton, Utopia is a real steal. It offers 
instant gratification thanks to its easy-to-suss icons, 
and there's more than enough depth here to keep 
most people glued to the screen. | seem to remem- 
ber Utopia didn't do that well first time round. Make 
sure it does this time... 








SLEEPWALKER 
THE HIT SQUAD - £9.99 


Originally released to tie-in with oh-so- 
worthy charity Comic Relief, the tie-in 
proved to be Sleepwalker's only plus 
point. A young somnambulist wanders 
aimlessly across a series of danger-filled 
forests and housing estates just waiting 
to come a cropper at the hands of ghosts 
or similar baddies. Thankfully, he is helped 
through the night by a cutesy dog who 
can redirect the hero, widwe any gaps, distract the bad guys (coming a 
cropper himself), or punting him up the backside to a higher ledge. 

As far as premise goes, Sleepwalker is as sound as a pound. Sadly, real- 
ity is a lot duller. Whilst exploring the levels and getting to grips with the 
dog's plentiful capabilities is initially very entertaining, the game itself is a 
plodding affair which never really sets the pulses racing. Due to the slow- 
stepping hero, the player is given plenty of time to work out what is need- 
ed of the dog, so little immediate thought or puzzle-solving is required. 
This is an area where Lemmings excels as the player is forced to think on 
his feet and experimentation is of the essence, but with Sleepwalker the 
puzzles are so obvious that you can see them getting on a bus several stops 
away. 

Every other aspect of Sleepwalker is fine. The sprites are nice and large, 
and the dog is well animated with plenty of available moves. In addition, 
the backdrops are equally impressive, with plenty of colour throughout 
— with the forest/jungle level deserving special praise. Oh yes, and just to 
warrant the Comic Relief tag from first time round, Lenny Henry provides 
the samples which interrupt the otherwise dismal sound. In all, Sleepwalker 
falls into that tired old category of a superb idea let down by sloppy imple 
mentation, If things had been speeded up a little everything would have 


been fine. But it hasn't, so it isn't. ‘Nuff : 
said mate... 
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Every time we get a Core re-release in, it's 
a case of “hey, remember that classic 
coin-op...” Well, Car-Vup's no different, 
as Derby’s wunderkinds revamp the Amidar arcade game. For those of 
you still in pampers in 1983, Amidar starred a gorilla who was left to run 
around a grid whilst avoiding a stream of pursuing nasties. As he ran, a 
trail of paint was left behind and when he covered the entire grid, the 
meanies were killed and the next stage appeared. Car-Vup, however, 
replaces the simian sprite with a Chugaboom-style car and the overhead 
view is replaced by a series of horizontally-scrolling stages. 

Using just three controls — turn left, turn right, and jump (the car auto- 
matically rolls in the direction it is facing) — the player guides the little 
motor across themed worlds containing ghosts, building site hazards and 
all the platform game clichés you care to recall — all of which kill on con- 
tact. The basic painting task remains the same, with the assorted girders 
and ledges changing colours as the vehicle passes over them, but — wa- 
hey, this is the 90s after all — a series of power-ups make things a little 
easier. Guns and higher jumps are just two of the goodies available, and 
these will prove particularly useful in the extremely taxing later stages. 

Whilst there's no disputing that Car-Vup is an eminently playable little 
platformer, its failings lie in its simplicity. There’s only so much fun that 
can be gleamed out of rolling left to right, and once mastery of timing 
jumps is achieved the game's appeal wanes even further. Similarly, despite 
the change in backdrop graphics, there's a severe lack of variety and the 
repetitive nature of the gameplay fails to add any need to progress. At the 
time of release Car-Vup was a neat and undemanding game. Sadly, we 
have come to expect more from our games these days, and even for an 
tenner Car-Vup is litthe more than a 
playable distraction. 
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magazine is called ‘Kill Zone’ and not simply, 
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When the game starts, Blount Is 
alone. Once you meet up with 
Chump and the rest of the char- 
acters, they all move about 
together. Only Blount can pick up 
things, while the others each have 
an individual ability. All the char- 
acters have to work together to 
finish the game — you can’t do 
this on your own. 


Tall 

Your first objective is to leave the 
ship. There's a rope knotted onto 
the railing. Undo it, and pick up 
the golf club that's lying on the 
deck. Unscrew the hook using the 
coin and then attach the hook to 
the loop. Get the plunger and the 
pepper from the toolbox and hit 
aaa Mim Ulen* ois emia 1 
down a hole so use the plunger to 
get him out. Weigh down the end 
of the rope with Chump so Blount 
aa? Ue ea 
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Position Chump on the spring- 
board with Blount on the moving 
hand. As he jumps Blount will be 
flung through the air to the top 
arm where he can pick up the 
tooth. Go into the barrel, place the 
umbrella at the opening, cut the 
rope using the tooth and off to the 
next level. 


IDOL 

DNitemil Aa lla come (OE Cemet ia 
Valitse Mk MetL-wee [EL = 
PIAS eal! are mes-) Leh) 
seven guards, but Blount won't 
MEV T-Mn aes)" Ue]* [ein OMe Mca 
Wa Mae sie 
la on the warm air which is near- 
est to the idol, so Blount can rise 
until he sees Wynnona through 
the crevice. This must be done 
before he clubs any of the guards 
otherwise there'll be trouble. Use 
the spring-loaded stones to jump 
around the screen. 
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mlaaike Leela melee °Mmicelin 
the front using your club. Pick up 
the toasted bread and then drop 
the coin in front of Mac. As he 
bends down to pick up the coin, 
TMA Ltime Le) ae a 
toasted bread in the helmet and 
crush it with the club, then pick up 
item eee 

el MUM) amen ae 
then drop the crumbs down 
Banzia’s neck. When he wriggles, 
hit him with your club and take his 








shield. Pick up the stone hand anc 
eat ae ae CO le oT 
attracts his attention, hit him with 
the golf club. Pick up the hand 
Flee Mee] Matte ah 
ETe-M da Meal eM Me Lee 
near Zembla, stand behind him 
and sprinkle pepper on his back. 
When Zembla sneezes he'll knock 
himself out on the shield. Clever 
eh? Pick up the stick and use 
ar mCi CeO eme iis a 
tongue out. Get Blount to pull on 








it. Climb above Plunky using the 
stick and get Chump to divert the 
guard's attention. When he moves 
one step forward, get Blount to 
push the rock. Fourbalus grabs the 
key to the labyrinth and Wynnona 
runs after him. Blount is torn to 
i= e ee Reese mem aan Sale| 
Bod arrives. 
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The objective here is to bring 


Blount back from the dead. 
Everything is black and gloomy, 
reflecting the general mood. First, 
find the matches and strike them 
in the upper right hand side of the 
screen. To bring back Blount you 
must make the screen coloured 
again by capturing three will-o’- 
the-wisps, one red, one yellow and 
one blue. When all three are 
placed in the ball they will light up 
ia tsieta caer 

Take a piece of the scythe by 
clicking on it. You will need the 
scythe to free each of the wisps. 
Cut down the clown's tubes and 
fe) Mgt je)- ae: [a (= ell) ae) mae ele e 
et. Pick up the tube from the floor 
and put the spectacles on the skull. 
When you open the skull the fire 
will go inside. Close the skull and 
take the blue fire out. Collect the 


Pierre fla el ae Ta) a= 
yellow wisp. 

Set light to the pirate’s wooden 
leg using the matches and put out 
ema em ee 
10) ol Meo MU om dal m= |e) me a= 
bowl and when the screen turns 
yellow press the button which says 
‘Amodiak was here’. When the mir- 
ror falls, pick it up. Add the blue 
fire to the bowl and when the 
screen turns green take the cork 
trom the green hand and put the 
mirror in tt. 

Take the ladle from the bowl and 
use it on the inscription. Pour the 
blood into the pirate’s bottle and 
s)fa Me dgT Mele) atCe MO om Dae mates] ee 1c 
drops it. Put it on the pedestal next 
to the green hand holding the mir- 
ror and replace the cork after the 
red fire has gone into the bottle. 
Remove the blue and yellow fire 
with the ladle and add the red fire 
to the bow!. When the screen turns 
red use the scythe on the vampire 
and add the blue fire. 

Place the spectacles on the skull 
which appears and add the yellow 
ice co aoe) ee eT 
emerge from the bowl, bounce off 
rand e ee eee 
pire’s tooth and will hit the bowl 
again. Blount will now be resur- 
rected. Hooray! 
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COUNTRYSIDE 

Okay, now it’s time to force the 
wicked dragon to drink the mem- 
eye Tigme 1) 00s] pM] (010 aero] 
turned into a giant after drinking 
a potion and is surrounded by little 
creatures. Pick up the two stones 
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which are behind the castle and 


then put the haystack into the 
basin of water. Use the resulting 
sponge on the burning building 
and pick up the pitchfork from the 
haystack. Use it to get some meat 
from the dragon's mouse trap and 
move the stone hand onto the 
mouse trap to send Chump up to 
dpm ate eee] 6] mela aa 


lever and bring Chump back down 


to the ground. Blount will land in 


the castle. Lift up the Princess’ roof 
and talk to her, then put the | 


Dolmen stone on the thorns. The 
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which you put into the basin. 
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Next door to the bar is the Paradise 
Club and all you have to do to get 
in is show your passport at the door. 
| Inside, the madam tells you that she'd 
| like you to get her vase back from the 
| Before you 


| pawnbroker next door. 
leave pick up the wooden cane and the 
bottle of perfume from the table. You'll 
also need the chewing gum from the 
receptionist. 
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Next door to the club is an alley- 
way which leads to a maze of 
fences. Pick up the hose-pipe, the bag 
and the beer can. Walk past the drunk 
and when you get to the diner pick 
up the oil can. Look at the trash and 
you'll find an egg and nearby you'll 
notice a power point. Chat to one of 
the bikers and ask to borrow his 
friend's coat. He'll refuse, but ask you 
to do him a favour. Beyond the diner 
are the docks and a boat but you 
can't get get on it.Notice the sailor's 
hat on the boat? Good. 


So ioe aa 
Nip back down the alley to the 
pawnshop and exchange the pawn- 
ticket for the camera. Take a peek inside 
a vase to find a wrapper and put the 
vase in your bag to steal it. Walk back 
up the alley-way and charge the cam- 


era at the diner. With the fully charged 
! camera walk back to the drunk and 


blind him with the flash. Steal his hat 
which has a few coins inside. 

Go back to the club and return the vase 
to the madam. Ask for the silver slash badge 
as a reward. Once you've got the badge give 
it to the biker and he will give you his friend's 
coat which then becomes a bag of coins. 


Tax Bills, Robots 
and love poetry; 
it’s all crammed 


in to The One's 


eM issih 


Until Caught. 


You arrive at the spaceport in 
search of credits to pay off your 
tax bill. Start off by talking to the 
guard and then pick up the passport 
from the bench. Try to get into the 
subway and you'll discover that 
you'll need a token to gain admit- 
tance. Sadly you've got no cash 
Typical. 

Wander behind the spaceport to 
the bar, order a drink and sit down 
You won't get served because you 
have no money — but while you're 
there — steal the pawn ticket from 
the back pocket of the man sitting 
next to-you. Take the ticket, nab the 
newspaper from the floor and the jar 
and the lid from the table. 


t= ae 

Go back to the bar and buy your- 

self a drink. After a violent few 
minutes the barman will give you a 
coin change and you can pick up the 
deflector ring from the floor. Put th 
wrapper around thecoin to forge a 
token for the train. 





Go back to the pawnbro- | 7 

ker and exchange the hat id 

for a carpet. Take the train | | a 

to The Hill and get into the EW hs sia as ne j 

mobster's house by show- J ' 7* | 

: : ing the ring to the camera. ; =. 4 “RRs af j 
mene penne — popemteaee spp: | Show the mobster the ring : it aie es : seq 
rc a ‘ be and he will offer to buy a i 


whole host of items (an a . q 
On Badside station use the oil can Use the radio with the circuit JJ ©99- 4 Statue and some Bee 4k. hd — a Yeon oa 
to remove a screwdriver that has board to make a radio control bonds) from you if you "™ , 3 

been jammed into the vending unit and then walk to the docks and can find them. : 

machine. Get the radio which is lying use the unit on the robot barring you Use the train again and alight trom the train at East Eruk, the asaton | 
on the platform and return to the from the boat. Slip on board the boat for the zoo. Cruelly burst the little boy's balloon and take the piece of string 
bar. Order another drink from the - and take the sailor's hat. that remains, Next, speak to the boy's father who'll tell you a fascinating 
robot and when it stands still, open story about a fly and some mushrooms. Go into the zoo and you'll notice the 
it up using the screwdriver. Remove | €gg inside themonster's cage. 

its circuit board. | 
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€) cet on a train again and get the satel can. Go to Regurgistation, get the hot dog Next, pop palongt to the aliens wiiich you can find on the hill.Take the muth- 

from the stand and fill the jar with mayonnaise. Put the lid on and use the jar with room and go inside. The first exhibit is a stone which you should steal. When 
the fly to capture it. Go to the nearby police station and talk to the police sargeant you get to the statue in the glass case, use the stone with the airgun. Shoot the 
about a drugs raid and he'll give you a bag of flour. While things are quiet, make abow case again and then lay the carpet on the floor. Shoot a third time and the stat- 
from the string and the cane, and an airgun from the hosepipe and the aerosol. ue will fall onto the carpet. Get the carpet and the statue. 
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© )lime to get the egg, | think. Go back to the docks and hitch a ride on the Remove the grating and attach a piece of vine to it. Now use the stick 
food wagon that appears. The wagon will take you to the monster's cage. and the other vine piece to make a grappling iron and then shoot the 

Defeat the monster by spraying it with perfume. Pick up the two bits of vine grapple over the chasm with the bow. 

and the stick and move the straw to reveal a grating. 
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INNOCENT UNTIL 


GED Ato swinging across, feed the 
hot- dog to the man-eating plant 
and swap your egg for the alien egg. 
Escape down the hole to the sewers 


which will lead you back to the station 


platform in EastEruk. 


To get the bonds you need, go 


to the bank of Regurgi and talk 
to the cashier about opening an 
account, Give the clerk the bag of 
coins. Now press the bell again and 
speak to the clerk once more. Use the 
gum on the door which will allow you 
to open it later. 


Return to the mobster and hand over the statue, the egg and the 
bonds. Unfortunately you get attacked and slapped in jail. After you 
escape from the cell using the device that is sent to you, talk to N'palm and 


move the mat on the floor. 


Accepting the job of stealing a weapon from a mad dictator (as you 
would) you are transported aboard a space liner. Take the book and 


the flowers from the cabin and walk to the viewing deck. 


INNOCENT UNTIL 


Past the door is a bag and some Use the map to navigate the sew 
miscellaneous filing cabinets ers to a point near the bank vault 
Open the cabinets with the screw- To open the vault drop the mushroom 
driver and take the file with the bank and let the fly loose from the jar. Once 
account number. Use the screwdriver in the vault use the flour to find your 
again to take the plans to the sewers. way to the drawers on the right anc 
then take the bonds from the top o 
the cabinet. 


fee eh ae 


Next, open the grating and go down. In the maze, go south until you reach 
the exit in the north-east (the top-right corner of the screen). Out in the 
open, use the device again to beam up to the spaceship. 
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Give the flowers to the loving couple and steal the man’s wallet from) 
his back pocket. Take the credit card and the passport from the wal- 
let, swagger into the bar and use the credit card to buy a huge bottle of 
drink from the bar. 


CAUGHT 
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Walk east and go into the shop. 

Take the screwdriver and talk to the shopkeeper. He'll decide to help 
you and hand over a box of mechanical bits and an etiquette book. Go to the bar 
again and speak to the scientist. Take the love letter that he gives you. 










ro lh 
At the spaceport, tell the customs official that you are a tourist and 
= get N’Palm to distract the woman nearby so you can pinch her coat. 
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N’Palm is still in the spaceport and so ask him to get a guard's uniform. 

Next pop along to the lab and enter using the uniform, Change into the 
-, pail | | uniform on the status screen. When you get to the lab you get arrested once 
dialed aansion laa: again and dumped in another jail cell. N'Palm will appear at the window so 


€) Go to the palace. The etiquette book contains the password ‘akimbo’ to compose a ‘nice’ and a ‘sweet’ love poem to take to the princess. After all these 
get past the guards. Once past, go behind the building on the left to the heroics, return to the bar and get a travel warrant from the princess. 

dog compound. Make a mouse using the screwariver, mechanical whatnots | 3 a d : 

and the fur coat and distract the dog with it. Climb the trellis and talk to the af VS. 
princess. After you've sweet-talked her with the old Ladd charm, return to the | 
bar and convince the scientist to give you the keys to his lab 
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€) Unfortunately, the big crate his locked so call N’Palm to help. He will 
throw you a crowbar. Use the crowbar on the crate and get the bal- 
loons and the gas cylinder from inside it. Infiate a comedy balloon and you'll 
be lifted up to the raised catwalk. Get a pass key from the princess, open 
the storage facility and take the crystal. Now go back to the control room 
and use the crystal on the machine. Tragically, it doesn't work so leave and 
search out the dictator. Bet him to use the machine by asking the princess 
to marry you and staking the dowry. The dictator will accept but N'Palm inter- 
venes, saves you, destroys the crystal and the tower. Hurrah! How about | 


that for an ending? 


NGANEJENDSW! ;; 


€Z)5 to the lab again and tell N’Palm to get a crate. Now go to the space- 
port and put the travel warrant on the crate. Get inside and you'll be lift- 
ed into the shuttle. Leave the shuttle using the escape pod (on the right) and 
enter the fortress tower. Go up the stairs to the control room and speak to the 
princess about a way into the vault. Up above in the crate room, move the crate 
that blocks the door and go through into the vault room. 
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CAMPAIGN 








Make sure you use a sensible bat- 
tle formation. If you're creeping up 
on the enemy, advance with your 
men lined up behind each other 
(line astern) to avoid detection. 

Similarly, when attacking or 
defending across a broad front 
arrange your men in line abreast 
50 the enemy thinks there's more 
me) F 

Le meme heme el 
will stop and dig in. If they run out 
of ammunition they'll only con- 


duct limited operations. If they run 


out of food they will immediately 
surrender. To avoid this use fuel 
and weapon dumps to make sure 
Mel Tan ela eee 
Provide each force with artillery, 
aviation and air-defence sections. 
This will give you an edge over the 
enemy and can be used in manu- 
al and automatic battles. 


BATTLE TIPS 

HELICOPTERS 

Once mastered, helicopters are 
ea A Te ca aoe Cle ED 
sti mel erm mana 
to fly and fight at the same time. 
A two-player team, one flying, and 
the other firing missiles, or using 
guns will avoid this. 

Manual gun sighting is best left 
to the experts, so set the gun to 
automatic and select the targets 
using the cross-hairs. 

To keep missile lock, avoid high 
speed manoeuvres when aiming. 
A stable platform is vital if you're 
going to shoot straight. 


elt 

Wee LCR? me eb eee 
but it doesn't take speed into 
Freee ]t Omer eee ee 


Lama eS 
Anticipate the change in the tar- 
get's position and your accuracy 
will overtake that of the automat- 
Tae Et 
The enemy has the same 
FIVE elie[iedlale meron ela 
drive directly towards the 





rent position, not where it will be’ 





PAM CTU Reel ets) 
you'll be a sitting duck. Drive 
across their field of view and the 
era TA) LLM) Saeco 
pate what you are going to do. 

Niels (gamle eme ete e: 
allow you to zig-zag your way, 
avoiding the enemy's fire. This is 
Praeees yc melee 
called jinking, but you'll have to 
MC late et a) Le Cea 
driver and gunner. 

A nice young friend can join in 
PMU Im* | Tamm Omelet mea 
ment, taking control of specially- 
assigned keys on the keyboard, the 
joystick, or selecting targets using 
dete TES 


APCs 
The older APCs (M113, FV432, 
BTR-70 etc) are armed with only 


one machine gun. This is no 





WV 


Soldier, Soldier will you marry me with your musket, fife and drum? 
ee errr et sh mee fun... 





defence except against infantry in 
the open, so as soon as the enemy 
is spotted, your infantry should 
PTE tL es LL eee 
the teeth with a selec- | 
ites ee) ss] OL 
hopefully including an 
Ele Lest 

Your infantry must 
Penal tan ls AL 
TAA oe aan Le 
and fight back. They | 
Tani ee 
they're off the APC on 
and standing still. 

The new MICVs (M2 Bradley, 
BMP, etc) have guided missiles so 
Pep aniele: iano Te Ue 
are very effective but require guid- 
ance while in flight. 

Once the enemy spots an APC 
with infantry, it will open fire with 
machine guns. Disembarking your 


RR 











troops carries a large risk, but thes 
PIN CMT 1ST Lac 
eae Mie Le 


PY esi 
Air defence makes a huge differ 
Jala eee ela eee 

Vehicles such as Strela 1 and 10 
See) stm ceie tile] OL emer ce MULL 
aircraft missiles fired automatica - 
ly or targetted manually. Each ms 
MTT Mate Lita 
target so the vehicle can fire mut 
tiple missiles against multiple tar 
gets simultaneously. This is done 
by getting a lock on eee 
get, firing and repeating the pro 
cedure until all targets-have beer 
Frese acces miele 


a 
n 

Pal 
pigeo, *t 


air-defenc 
vehicles such as ZSU-57-2, ZSU-23 
A, Vulcan, etc. the automatic gum 
ner should be used unless you are 
WTA LULA TOLce LUI Cee) be 


With gun-based 


will stay with the target, unless © 
ee ele MS (et mC 
tae eee 


ARTILLERY 

Artillery shells won't land fo 
about thirty seconds after target 
ting and will be scattered across 
fairly large area. Keep your force 
well away from the target zone o 
Nel MMe oLe MeL GATS] L) 
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for a complete solution. 





Pe Ete ed 
Richard Burke from Nottingham. 
A ee 


ot everything happens in a set 
i) Boe so if you get stuck, try 

doing one of the other things 
first. Pick up the piece of paper off the 
iter Meteo tmi eel eae le ale Ce 
the bar and show it to the barman who 
will give you a book. After examining 
the book you will find a letter. Take it 
out and read it. 

EM ec ed a cetera 
ship to find out where everything is 
and talk to all the characters about 
what's happened so far. Visit the 
Vicar's room and examine his suitcase, 
then go to the dining room and give 
the book back to the Vicar. Now go 
Wee Melee uel eee ee ae ae 
about the Vicar and his naughty gam- 
Sale mae eee 


TD 


ira i 


; 


eeesiecr. tear Cele 


Return to the dining room and pick 
up the piece of paper you'll find on the 
tle cc eM aol malate 
that it is a receipt for a diamond 
bracelet. Ask everyone about the 
receipt and the bracelet, then go back 
om Tel mee eel em ele meee uate) co 
will have gone, but he's left behind a 
key which you should take. 

Go to the study where the murder 
was committed. Using the key, unlock 
the roll-top desk. Inside you will find a 
bracelet which you should examine, 
eel at] atc ete 
and read the note with it. Ask everyone 
about the bracelet and note, then go 








to the rear hall. Talk to Dick about 
TaTAMaTale Mme] Rate 1 Taal te eo 

Go to the dining room and open the 
drawer to find some wedding invita- 
tions — examine them and take them. 
Go to the upper deck and watch 
Rebecca and Tom kissing. The time 
should be 10:50. Go to Hector's room 
ETO t Sues] eile egret ia 
thing. Talk to everyone except Tom and 
Rebecca about Tom's ambition and his 
plot with Rebecca. 


Go to the laundry and search the 
basket where you'll find a bathrobe. 
ee Um Ma ele te COM alee ela de 
Open it and look at the picture of 
Agnes. Ask everyone about it. 

Go to Suzanne's room and search 
her wardrobe. Take and read the pre- 
rate lam i ee ese g dee oe 
then go and ask Dick about Agnes. 

eTeR Co Raita sla last Miia sisal one) 
whisky and the glass. Speak to Suzanne 





CRUISE FOR A CORPS 


Ee me (Mame eels at al ele lO mda Bete 
cegy ei (ela eerte gee eae ale da 

Ask the Vicar about Agnes and her 
ese temas ee Rela) sl aL) 
Comte] eee] ae ele) a ale ee ly 
her porthole. Go to Daphne's cabin and 
search the laundry in her wardrobe. 
Take the envelope and read it, then go 
back to Rebecca’s cabin and ask her 
about everything. Go to the upper deck 
and ask her about everything. 

‘Creme ce mn dg): | ee] 8 | a = 
watch from his wardrobe and examine 
it. Outside the cabin ask Julio about the 
watch. He will have a flashback, (A 
quick plug for another Delphine 
game?.). The time should be 1:20 pm. 





Go to see Hector in the study, then 
speak to Daphne and the Vicar. Go to 


the bar and ask Suzanne about 
Mercedes, then ask everyone else about 
Mercedes. Go to Daphne's cabin and 
ask her about everyone. Ask Suzanne 
about Rose and then ask Hector about 
everything. Go to the upper deck to 
find Rose's basket. Search the basket 
and read the paper clipping about 
AEM itm UAT oweacele] [ems] meals ae 

Ask Rose about the clipping, Tom's 
love of guns and about Mercedes 
(2:10pm). Go to Tom's cabin, open his 
wardrobe and search the sheets. You 
should find a letter. Read it (2:20pm). 

Go to the upper deck to find 
Suzanne falling into the sea. Click on 
the left life-belt and press on ‘fling’ to 
save her. Observe the guard rail. 
Tree emits] lela. 
and give you a letter. She will then.send 
you to her cabin which has been 
searched (3:10pm). 








Observe the music box, open it and 
ea eral ere R COR GME lela e ay 
room and search the pot to find a small 
CDOT e ae se] 8) Ts 
insert the key into the music box, at the 
same time blocking the figure. A secret 
drawer will open containing a sheet of 
Me) S| ae re 





Ask Rebecca about the gun advert 
and Rose's revenge, then go to Suzanne 
Tien ele] see) |e cee 
Rebecca threaten Dick with a gun. Take 
DET eee M a Tale tle el ee 
Ask her about Agnes’ will and she'll 
have a flashback. It is now 4:00pm. 

Go to Rebecca's cabin and she'll tell 
you her suspicions. Go to Daphne's 
a=] 5) ae elt eee] oreo 
Sm TUM ATeaetL ati em Cate iad ae aT 
walk to the Vicar’s cabin (on the right). 
The time is 4:10pm. 

Talk to Dick about everything. Go to 
your cabin, take the note and read it 
(4:30pm). Go to Hector's cabin and 
hear his last words before he dies. 

Go to the kitchen. Take the tin open- 
er and then go down. Take the crow- 
Sra] Teme kB] ag Mee: dT 
opener on the tin, Use the crowbar on 
the plank to find the missing reel of 
film. Go outside Hector's room and take 
eee imeem ea 

Go to the smoking lounge and put 
the reel of film into the projector. Use 
the screwdriver on the screws to 
remove the hood, Press the button and 
put the hood on again. Now operate 
the projector (5:10pm). 

Go to the_rear hall where Daphne 
will give you a note (5:20pm). 

Go to Suzanne's cabin where you 
Ties elt) s ul) Clo em al 
Captain's cabin and take Karaboudjon’s 
book (5:40pm). Go to the study and 
examine the books. Rearrange them to 
spell ‘Incal’, which causes a secret door 
to open (6:00pm). Enter the secret pas- 
Tle eee el Om) ele: pee doe 

ate em UATE TMs Oha cela Mare) Cos) 
you duck, the right button makes you 
punch, or alternatively you can throw 
the soap which you'll find in the toilets 
on the right. Search the Mafia men and 
take the doll (6:20pm). . 

Go to the smoking lounge and show 
the doll to Daphne for a flashback . All 
the characters will be seated in 
ieee el ee Pl ee 
watch the end sequence. 


ISsSinudga 


O 4 


Vv 


3aS8Sdqduyoaoo 





oir oe 


SN Ii P 





a — 


/ 
| 








| 
J i: 
& | im 


AEC ee Re EU 
tips! | seem to be getting tons of Games Surgery requests for difficult Cannon Fodder level 
solutions, so keep those coming in too. All your tips to me, that’s Mr Tips, at: THE ONE, Priory 
mee Pe Tr eee a 


MORTAL COMBAT 
TE tt 

ue eee ee 
good news for all you blood-bathed 
Eee Mem lem rie Me TL ema le [= 
which accesses a cheat options screen. 
Apparently, you just type: ‘ABCDE- 
FGHUKLMNOPORSTU’ four times on 
the start/options screen. But wait... 
Le eee 
Down reckons that keying: ‘DULLARD- 
ae OPO me er wee 
CHEATDULLARD’ brings up the same 
ta eee aT Ly 


mh a i 


ETc) 

Keith Hamilton also offers this alternative 
starting strategy for you bold navigators 
SMU es eee ee 
eee Tem mee ele come NY 
to the Cemiess System (around sector - 
2,-2) and dock at any space port, check- 
ing the bulletin board for ‘Goods Bought 
And Sold’. Among the illegal stuff you 
should find Precious Metals and Gem 
Cel Lael me mele ome re 
TD Rem) sla come Bel 
and big money. Now buy a ship with a 
larger hold and trundle back and forth 
amassing cashola! Watch out for police 
posing as phony dealers though; Ulrich’s 
Exchange and Partick’s Exchange are 
ee et eee 


ee 

Core 

DICT Meee ame ema 
Sel Maem eee lee 
Mission 1 471174 

Testis ea eb Lo 

este Pee m esl iL 0 

Mission 4 135642 


CANNON FODDER 
Virgin | 
Te) cea MPT eee el me 
with his own way of dealing with little 
soldiers (namely blowing them to bits) 
but along the way he’s discovered 
this interesting bundle of destruc- 
tion. On mission eight, phase three 


of four (Deliverance) go to the bottom 
right corner and nip behind a small bush 
that you'll find there. Lo and behold! 
Fifty rocket launchers just dying to 
yee Cweieirae elem Che 


MICROCOSM 
as te 

foray caer eM | 
above are clear again, and ta very much 
to Mr Sean Watson for this naughty 
route to invincibility. At the first waysta- 
tion, select the first level and start. At the 
Lieve arate meme] nim Lile mae ga 
ond junction go up. Press pause and 
then do the following combination on 
the joypad yellow, red, green, blue, up 
and then left. You should hear a strange 
sound, telling you to unpause the game 
FM ait) Ae CMa Sm De 
and horangle! 

Tet ete ce | 
called me from North of the Border to 
say that if you press: green, blue, yellow, 
red, yellow, down, green, right, red, and 
up during the flying sequence after the 
intro sequence , you'll get tons of 
weapons and can jump to the end of 
the game. 


TURRICAN 2 

at tre tL 

Press HELP twice on the title screen and 
Pel Meee) ah 
and then ESCAPE twice for infinite lives 
and ‘power line’ weapons. The only 
downer is that your score won't go up 
while in this cheat mode. 50 what? 


LIBERATION CD32 
Mindscape 


ieee mee] bem el le mL Come aL CS 
you all to share an extremely handy tip 
for extracting free information from the 
people you meet in this stunning CD 
game. Basically, if you are asking for info 
about Toyogon and someone tells you 
it'll cost, go to the menu which gives 
you the option of beating them up but 
instead of threatening them, or cough- 
Ge Rune nme ele 
De OM aa |eel ia amelie em oma mera 4 


4 


(or er, what ever the third option is) 
and they'll give you the gen every time 
without debiting your Credcard. 
Sounds damn good to me! 


tse 
Psygnosis 

Te A Le a 
a very nice man from Hvindovre, 
PT = 
having it so good) who is very much to 
be sending in some tips for the very 
good thank you game by Psygnosis. 
Just type in the following for to get the 
following effects. Hello. 

APPLEGATE Opens all doors. 
CHRISTINA Move to any area on the 
campaign map, and allows you to 
select the same team member more 
Ue ie eee 


AMIGA As above plus infinite ammo — 


and invulnerability. 


POPULOUS 2 


TT gers 
An oldie, | know, but worth a mention 
nonetheless. Peter Uratis has dog and 
boned with this rather handy code 
Pam Leo ee a eee 
Team e MMR meee mena 1 
your character. And the code is: ADKIT- 
DMEVQDPXWT™M 


CHARLIE CHIMP 
Shareware 
Thanks to Paul Ward from 
Wiltelel tery eles)" le amelme MU eae me 9 
which included this batch for a certain 
Naeem 

eet atm AMATO eM ol Laie) 
STULL ete ML 
NTU est Mee De 
HELP to skip levels, B for a bonus level, 
E for extra lives, | for a baseball hat, 2 
for a hockey stick and 3 for a tennis 
eae 


FRONTIER 

Gametek 

Phillip Rhodes from Chelmsford has 
Sasa MU ee ele eRe Rees) lla ts 


Me eR mur aes cae 
tem about 650 light years away (‘bow 
cee eed mee ae Dale 
reading. Apparently, any jump betwee 
about 625 and 660 light years works © 
this way, but only if you're jumpime 
down the map. Jumps up work at « 


alle late) claret 


ZOOL 2 


ete 


Piero Pe eee) 
the touch of a button (Return to be 
exact) thanks to D T Bates from 
Irchester. Type in BUMBLEBEE on the 
title screen, and levels skips are youn 


em eee 












ness shall we? 
Bubble Bobble 
Chase HQ 2 — 


\Cfele) oe 
Dee 
Lemmings — 
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| ACTION REPLAYS 


Guilford’s Peter Cheyne wants oy 
know if | like his Action Replay 
reels (ae da ee Oe 
ii ame) ec) meee eel bo 


a 
Turbos 


=e 
Tsk 


MCOFFE 
WEE be) 2 
Lae 
MO255 
a 


ea ee eee 
Floaters M9DCA 
Bombers M9DBE 
Stoppers M9DC6 
Builders M9DC4 


Lives 





Bashers M9DC8 
Miners M9DCC 
Diggers M9DCO 
a ie] era) 
Percent M9E5B 
Operation Wolf WeaponsM36F57 
irae - Credits M87Cc9 
Ela es M13967 
§ Pang — | 
§ Rainbow Island Lives © ME337 
| eee pele 
Rick Dangerous 2Lives Aer 
| Rodland — M9 M20C6D 
ATT 212) T= oO 
Toki — oe 0) | 
Xenon Lives M12530 


ela: 











| This month’s Donkey Award goes to Michael Le-Sueur from 

| Northampton who writes; “Dear Games Surgery. | want to know 
how to get the rope from the swamp. | have got the other rope.” 
Next time might | suggest you let me know what game it is you're 
| on about. Next aaneaes 





| cheat for Diggers. Start tt 


} address | had to print t sorry Simon 
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= = a oe Bee 
* Dermot atin of Co. 0. Wicklow can't get ait the force field in Darkseed. 
He also wants to know how to get into the door in the wall of skulls. 
. PC Foster from Seaford wants to know what to do next in Police Quest 1. 
He's been promoted to the narcotics division and has caught the drug deal- 
ers. He's also managed to get a kiss out of Sweet Cheeks, but doesn't know 
what to > Say next. But who would? 
A ious chap named ‘John’ wants to know why he keeps getting 
killed at 6:30am each — in KGB. He thinks it’s something to do with 
corde doesn't really know what he’s sup- 














posed to be doing. 

* Dublir er James Floyd needs help in the under sea cave section of Curse of 
s Enchantia. He can't trip up the mud monsters, and though he's found a 

plank with a rock and a magnet under it, he can't do anything with them. 

* Nige G. from sunny Wrexham wants to know if anyone has level codes for 

Bubba ‘n’ Stix. 





* Special nurse Kev Cook has the answer to Andrew Brice's prayers with a 


| solution to level 19 of Cannon Fodder. From the start, put a man on top of 
| the three white pads (to left and bott 





ttom left). The chopper on the roof of 
the building will now land near the shadows at the bottom right on the 
screen. You can now board this chopper and, using its rather handy 
weaponry, destroy all the enemy buildings and men. 

octor Simon Eaton from Sugar Hill, Cow Ark, Blackburn (such a silly 
| couldn't resist it!) earns himself a 
or helpin ane Stans Theenpreen who wens atter 8 

me and choose your character as normal, but 

en it comes to selecting the 2 zone, 2, first click over “Fujale’ with the red but- 


















re 





| sie then ‘Chonskee’ and ‘Deena’. You'll now hear a ‘ping!“meaning that 

















you can select whatever zone you want. Hi ho, hi ho! 

* W Menzies from Bradford has written in to help Victoria Dutton from the 
March Surgery with Dungeon Quest. You need ‘Dragonsnip’ which can be 
found in the throne room...”Examine throne” should do the trick. 


And now, the end is near, 
and so | face, the final sur- 
geon. Yep, I'm off, but keep 
the old queries coming to: 
Matt The Medic, Games 
Surgery, THE ONE, Priory 
Court, 30-32 Farringdon Lane, 
London EC1R 3AU. Please 
don't phone in or send SAEs 
as | can’t answer your queries 
personally and I'll only have 
to keep thinking of ‘amusing’ 
| things to write at the end of 
this box-out. 
Qual es su nombre? 
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DEMOS 
D1... Mental Hangower 
De... Intercepler Deno 
re. Willd C 
B10... 178i Music Demos 
B11... World Demea 21 
13... Tora) Remix Gere 
| D4 S..Predanere]2) 
D2... Red Sector 2) 
DM425...New Tek Reel (2) 
036h...Total Remix 2 Demo 
D27T...T.¥. Theme 
130: Bpte Demo 
034...P.D. Collection 
136... Virtieal Woorkds 
137... Vectra Sinking Deno 
(D38_.. TRF Demo Voyage 
De. Safy Demo 
Video Effects 3D 
De4...Cult Wector Dance 2 
D6d...Phenomena Dene 
D70._.Aumos 3D Bema 
D74...4 Trip To Mars 
B74... A200 Genlock Demme 
(8 1/82...Budbrain | (2) 
(K4_..Bodbrain 2 
aes ee 
.qpirhani i 
D0) Alcatraz MDeme 3 
0102.4 Chaplin Demo 
103... Total Destnaction 
D105..Mr B Denso Comp 4 
D106. Walter §.T. Demos 
Bl11..Defeon I 
| DLT..Aurora M/Demo 
D118 Cult Mileme 2 
D5 Precise Demo 
191335_Fasination 
TD dh Goldfire Megademo 
D3 7038. 50 What (2) 
1139. Devile”No Reality” 
144. The Silents “ee” 
D143..Crystal Symphonies 
D148.Ray Of Hope 2 
D149, No Brain No Pain 
D1S8/150 Cyborg Dement 2) 
DI5..Coaxial Comp 
DIST MC Drisk | Coma 
DSS. End Of Century 1990 
D2. Dreamers 3 
D208. Avengers MDemea 
216917. Bass o Matic (2) 
1218, Daeerder Demme 
D219. Taff Enuff 
D225 Com Pridge Demo 
D226. Hanierack MiDemo 
1233. Hypnautic Hammer 
TD235..5in Of One Demo 
(2.38, Mlaneibde 
D239.. Lemmings Revenge 
D240... Total ey 


1244,_Phenomena Inerspace | 
D245_Total Retrial 
D247. va The Trigger 
0253..CES Demos 
12S6.. Total Recount 
D237... ; oe ! 
[x262.. Spasmolytic 
Di4..D-Mob MiDenma 
D467. Sun Commection 2 
D270,.Kefrons The Wall 
D271_Timex H 
D272..Blectne Demos | 
D274_.Detpackers Demo 
D2%6..Cave La Weird 
D2. draqui Deen 
DSH Delerious (2) 
DI0T..L.5.D, Dem 
DA12..Devils Cobours 
6314.. Toke 
1315. The Groove Ramjam 
D349 26..Real Empathy! 2) 
Da2w29.. Red Dwarf (2) 
DSU) Darkness M/Demo 
D321. Melted Expertence 
[933-337 .., (5) 
D340.. Watchman Deno 
D341 Anarchy Smoker Co 
| DSa2..Ed 20 The Revenge 
D344. Hardwired (2) 
D446 Wildfire MU Dem 
D347_Mindwarp M/Demo 
D348949. Skizzo Demo?) 
DS50-352. Treacle Team 3} 
DaSh..Mr Mem Seories 
D350, Seeing ls Believing 
10360, Since OF The Art 
1361 .. Mayday Resistnce 
1362/563..Jesus On Es (2) 
D6 Fish Tank 
D365 Optimum Pressure 
DS6h..Mind Riot 
D367_InThe Can Demo 
D368..Dymamic Uluseons 
D364. Piece Of Mind 
DIT0,.3D Demo 2 
) D3971..Lethal Exits 
0376, World of Commodore 
1377,_.Claustraphobia 
DS80._.Hoover Dem 
(381... The Trip 
1382/5... Project Techno (2) 
DGR4... interspace 
DGSh...Mindwanp (AGA) 
1N387...Panta Rhei (AGA) 
DASE. Hysteria 
1993-4. Grapevine 13 (3) 
| DP6-8,,. Grapevine 16 (3) 
1409-40... Grapevine 17 (4) 
D402..In The Kitchen 
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icture the scene: you're flying 
ih above an exotic location, 

like maybe Florida, or St, 
ropez, (Bloody Margate more like — 
mon.) the wind is whistling excit- 
ngly past the cockpit, which inciden- 
ally is full of the most amazing dials 
ind things, with LED's and stuff 
vinking away with that special lumi- 
osity, there's a red-hot girlie/blokie* 
yy your side, and while your right 
and firmly grips the joystick, your 
eft is caressing the bright red balls 
in top of the throttle-lever. Ahead, 
n a sky that’s too blue for words, 


ind through clouds fluffier and | 


narsh-mallowier than the insides of 
| 13 tog duvet, you see the lights of 
he airport ahead. Sensibly, you 
heck your wing-mirrors, signal and 
ase forward on the stick. The Rolls- 
‘oyce engines scream and squeal, 
ecause they quite like being in the 
ir and don't want to land, but the 
heer force of your willpower pulls 
hem in to retro-thrust. You are tops. 
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You are the king of the air. That air 
stewardess quite fancies you as well 
by the looks of it. 

Jet Strike, sadly, is nothing at all 
like that. But it is an excellent game, 
or so Matt tells me, and anyway the 
fun, fun, fun boys at Rasputin are 
giving two lucky readers the chance 
to be a pilot, and sort of take to the 
er... skies in a real flight simulator! 
Yes, we're going to pull ten names 
out of The One's special competition 
balaclava and each winner will be 
sent on an all-expenses paid trip to 


al 
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a proper Tight 








sunny London in June, courtesy of 
Rasputin! There, they will be given 
the chance to show their skills at Jet 
Strike in a knock-out competition. 
The winner and runner-up from the 
knockout, along with a friend each, 
will be taken up to Derby, tactically 
positioned in a real flight simulator, 
and taken for the ride of their lives! 

At the very least, you stand to win 
one of ten copies of Jet Strike AGA 
or CD32 for you to play at home, or 
at school. Or in your friend's house. 
See, there's just so many possibili- 


ta rea) 


ee OSH “|| 





1: Which girlie co-starred with Tommy 
Cruise in the top-tip-top Hollywood 
smash hit film Top Gun? 

2: Name another Tom Cruise film. But 
not Days of Thunder. 

3: Complete the following Boney-M lyric 
from the mid-70s: “Ra, ra, R_ 
lover of the Russian queen...” 


SimUMidator= PAUS 
Spits de) ej Paps eye) = 
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ties, you just can’t loset! All you 
have to do is answer the following 
questions, either on the back of a 
postcard or a stuck-down envelope, 
and send it in to: Oh, For The 
Wings, For The Wings Of A Dove, 
The One, 30-32 Farringdon Lane, 
London ECTR 2AU to arrive here by 
May 28th. 

“Delete as appropriate 

t Actually, the odds are rather against 
you winning anything. You definitely 
jose if you don’t enter at all, so get 
cracking! 
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New signing Andy Nuttall cornered the Boys from Sensi because they wouldn't tell Simon 
anything. After a few beers The One's star reporter is about as effective a paper hat ina 


typhoon. It's sad really. 


o give us the low down, then," 
we said. Silence. Chris Chap- 
man and John Hare exchange 
embarrassed looks. 

“Come on," we said, “something 
must have happened. How is the 
Sensible World of Soccer coming 
along, chaps?” 

More silence of the genus drawn- 
out nervosa. 

“| have an interesting story which 
will make you realise why | was late 
this morning.” Jon Hare looks at us 
through glazed eyes, after an entire 
day spent boozing and playing 
Sensi. “My kids decided to make 
breakfast themselves today,” he con- 
tinues desperately. “The eldest is six, 
and the youngest, four. They ‘made’ 
me Rice Krispies, but because | was 
late getting up they put them in a 
bag — an orange bag with holes in 
it — there were all these Rice 
Krispies all over the place, all down 
the stairs. So, the kids got told off 
for the first time today, at about 6- 
o'clock!" Fascinating. Hold the front 
page, chaps. 

Boring, monotonous, tedious. 
These words could be used to 
describe Sensible’s last month 
because they, by their own admis- 
sion, “haven't done very much, real- 
ly." However, this is the story of Sen- 
sible World of Soccer, Sensible's 
coup de grace, and so we must 
expect there to be dull bits. 

But come on, surely something 
must have happened? 

“Well, we have changed how the 
system saves data.” Chris Chapman, 
Sensible programmer, also looks 
rather, ah, lubricated. “So that for 
the console version it’s easier to save 
it in the RAM bit of the cartridge. 
That means we've changed the 
Amiga version as well. That's one of 
the true problems of writing a com- 
puter game, that is.” 

So, that's taken a whole month, 
has it? “It's taken quite a while, yes.” 
jokes Chris. “Yeah. Probably, ooh, a 
good day, at least. Maybe even 
two,” Jon chips in helpfully. 

“Then there was that week in 
the Bahamas. And recovering for 
a couple of weeks.” 





Little do they know, but we 
(that's me and Simon) actually know 
the truth: the Sensible team has 
been in training for the Sensible 
Fancy Tournament (© The One 
1994), but they don't want to admit 
that. Of course they don't — after 
all, they wrote the game; so they 
shouldn't really need that much 
practice... should they? 

Last month we discovered that 
Sensible World of Soccer wasn't 
going to make it in time for the 
World Cup (real-life), and so the Sen- 
sible boys were concentrating 
instead on a special version of Sensi- 
ble Soccer, especially tailored for 
World Cup-style tournaments. With 
referees, and everything. Now, The 
One can exclusively reveal that this 
titanic program is to be called: Sen- 
sible Soccer v1.2 — International Edi- 
tion. Phew... 

So what have the boys be up to 
this month, then. Seriously. “We've 
managed to get every team that's 
eligible for the World Cup in there 
now,” offers Chris, momentarily 


inspired. “We got Mike in to do 
them.” (Mike is the bloke who did 
the World of Soccer data, fact-fans.) 
There is a slight pause, and then Jon 
points his finger at Chris and says 


oe 
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se ae : 
“Hang on. | typed all those effing 
names in! Mike supplied them, but ! 
typed them all in one evening.” 
“Yeah, but Mike's the main man,” 
counters Chris. Chastened, Jon bot- 
tles-up his reply. 
Right, back to the point. Last 
month the boys said that they might 





take the straight goal-thing out (the) 
“art” of moving from a kick-off | 
straight up, or down the pitch, and 
hoofing the ball straight just inside | 
the post — a move which we at The” 
One know as “The Byron” because 

it's the only way Simon can score” 
Has that happened, then? 











"Yes, we're probably going to 
sort that out," Chris answers. “It's 
simple to do, because the goalie 
works by watching the attacker 
who's on the ball. As soon as he 
releases it, he looks where the ball is 
going to go, and decides where he’s 
going to dive." 

“The main things about a goalie,” 
Jon reckons, “are that a: he's got to 
look realistic, and b: he must have 
fallibilities. If you change the latter 
too much he'll just look like he’s fly- 
ing across the goal, and that would 
be totally unrealistic.” 

“Also, there are other goals you 
can't defend against," says Chris. 
“Like the one where the attacker 
stands on one wing, and lobs the 
ball into the goal on a diagonal (a 
move known as the ‘Nuttall’ to the 
cognoscente at the The One). lf we 
took the straight one out, the lob 
would become the new crappy goal 
— you could go on forever." 

By this time Jon, has sat back and 
opened the April issue of The One. 
With a surprised cry of “What?", or 
something like that, he leans for- 
ward, and stabs a finger at a news 
page. “You see this?" he says, point- 
ing at the piece entitled ‘12 Virgins 
Tied Up’. “Is this true?” 

It appears that our story, which 
states that Cannon Fodder is to be 
released on the Hit Squad budget 
label soon, was as much news to 
Sensible as it was to me and you. 
We answer to the affirmative. “I'm 
really quite disgusted,” continues 
Jon, “because it shouldn't be on 
budget for at least a year." Off he 
slopes to have a disgruntled mum- 
ble on his own, 

So, just as we were considering 
that this month's World of Soccer 
work in progress was at a dead end, 
Jon remembers a new thing that 
they’ve done. Hurrah! It's all to do 
with post deflections which, appar- 
ently, were too predictable. “We've 
put some excellent post deflections 
in, so that when the ball hits the 
post it comes out at an unpre- 
dictable angle. It was a nightmare to 
do, but it works really well.” It 
doesn't look like this feature will 
make it onto the International Edi- 
tion, though, because each new fea- 
ture requires extensive testing. 

“We like to put this sort of thing 
in at the beginning of a project,” 
says Jon, “and then it gets tested 
automatically, because people are 
actually playing the game. It’s not 
usually worth adding features which 
have been developed later on, no 
matter how good they are, in case 
there are any side effects. Like the 
heading in Sensi Soccer — that was 
put in at the very, very last minute. 

Ah, that makes sense. How many 
times have you played Sensi Soccer, 
and never quite realised that the 
computer never heads the ball? 





That's the reason — Sensible didn't 
have time to test the computer 
heading routine, so they didn't put it 
in. “We haven't had time this time, 
either,” Jon continues, “but with 
World of Soccer we'll be able to do 
it. It's like the goalie in the original 
game. He used to punch the ball out 
of the goal; but in v1.1 we gave him 
the option of punching it, or picking 
it up, It’s little things like that which 
make Sensi Soccer great. They don’t 
make gameplayers go “Wow!” 
because they're too close to real-life, 
but they do add to the overall fee! of 
the game.” 

“There's loads more extras we're 
considering, as well,” adds Chris. 
“Like standing headers to comple- 
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ment the diving header; and an 
attack tackle, to get the ball off a 
player, without lunging into the 
tackle with both feet. 

Just as we're about to leave, Jon 
tells us that they're considering 
branching out into other forms of 
media. “We're going to produce a 
Sensible Soccer book, using the data 
from SWOS. Mike tells us that there 
will be more team data in SWOS 
than there is in anything else. So, 
we'll produce this book with all the 
world’s soccer details in it, along 
with tips on how to play Sensible 
Soccer, and lots of other things as 
well. It's a sort of cross-over, so that 
it won't only appeal to computer 
users, but football fans as well. 
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The league screen's typically similar 
to the Sensi league screen, with a list 
of teams playing, along with their 
results. (By the way, Chris so called 
‘Chappers’ Chapman, if you're read- 
ing this — and by god you'd better be 
— you'd better supply better grabs 
next month, or you're transferred 
outta here, right?) It looks like the 


team being “managed” is particularly 


sad — could you do better? 


“We want to become a bit more 
involved in mainstream things. Like 
with the Cannon Fodder single, we 
want to try to appeal to a broader 
range of people. We've got a very 
strong name in the computer game 
field, but our name means bugger all 
to those outside it." 

Trying to get a word in edgeways, 
| ask Jon where he sees Sensi Soccer 
going in the future? “| can't see us 
doing endless versions." he replies. 
“We could go out on a high, or we 
could do a Frank Bruno and keep 
staging a comeback. If you like, 
we've already won the World title 


with Sensi Soccer: so with the last | 


one we really need to finish on top. 
Having said that, | think that Frank's 
got every right to go for the World- 
championship again..." 

Until next time... 
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The Liverpool defender has gained 
the honour of being the first player 
sent off in Sensible World of Soccer 
(so it was presumably Julian Dicks, or 
Neil Ruddock. Great players, one and 
all). The ref only legs it onto the 
screen when he's booking somebody 
or awarding a free kick, otherwise he 
hangs around in the wings. 





And here’s another one: but this time 
it’s Norwich City (Jon Hare's favourite 
team), and blow me if it isn't only a 
caution. They are all such talented 
artists the Canaries, never dirty. 

No not ever. (© The One Point- 

less Comments). 
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SMIDGE 
Choice 
Software, 


We quite often get contacted by 
our mates in publishing compa- 
nies asking if we've seen anything 
interesting in development, but to 
be quite honest, if they had a 
quick shuffle through the odd bit 
of PD, | think they'd be surprised 
by the quality found there. 
Smidge is an astonishing piece 
of PD, and | say that well aware 
that PD is generally pretty damn 
impressive these days anyway. 
Smidge is a combination of Mario 
and James Pond (in both JP and 
Robocod) and at its simplest, is 
the same old platform game we're 
used to, with fruit to collect and 
little creatures asking for their 
heads to be jumped on. Of course, 
one look at the screen shots will 
show that the simple game play is 
accompanied by some of the most 
gorgeous cutesie graphics I've 
ever seen in PD stuff before 
The sound is lovely with little 
pings and ‘oh no’s as you run 
and leap across each level and 
Smidge is animated extremely 
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well, with eyes rolling and feet 
pedalling. The enemies are similar- 
ly well animated and have charac- 
ter and charm of their own. Oh 
yes, and they're lovely. 





The game also scores yet more 
points in the variety of play 
between each level, moving from 
simple platform japery to more 
task-based levels. In one early 
level, you have to rescue three lit- 
tle cutsie penguins and guide 
them across the dangerous land- 
scape to an exit, while others are 
under-water swimming extra- 
vaganzas. Bonus levels with major 
coin collecting opportunities crop 
up occasionally and often hide 
lives and diamonds which should 
be collected pronto. 

Though ultimately nothing new 
to the world, Smidge is impressive 
simply due to the obvious time 
and thought that's gone into the 
overall character, feel and presen- 
tation of the game. 








In the words of a certain large 
man called David who has just sat 
by my side for one of his infamous 
quick goes, "major games produc- 
ers could learn a lot from games 
like this." He's not wrong you 
know. But he is... large. Ha! 





KARATE 
MASTER 
F1 Licenceware, 


Regular readers may be aware that I'm 
a real saddy who goes on about his 
favourite Spectrum games of yesteryear, 
and for that I’m sorry (I still think that 
there were some corkers, though!) Any- 





way, the only real reason for mention- 
ing the Speccy is that this little PD lad 
got me all frothy when it first loaded up 
because it looked as though someone 
had finally done a decent conversion of 
one of my all-time favourites of all time, 
“You ‘ain't seen nothin’ yet’, er... | mean 
Way Of The Exploding fist. Unfortu- 
nately, like many things in life, | was not 
only wrong, but quite wrong. 

Actually, that’s a bit of a harsh com- 
ment because on its own it’s not too 
bad — it's just that it could have been 
better. There's no plot to get in our way 
here, it's a simple matter of either beat- 
ing your mate up, or taking on the 
computer opponent in a good old 
punch up. 
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One thing | do like about this game is 
the fact that there are no unrealistic 
‘sonic booms’ or sudden ‘turn into a 
large meringue and fly across the 
screen’ special moves to get in the way 
of the violence — it's good old fash- 
ioned flesh and bone. Some of the 
moves are quite nicely performed, and 
generally you're treated to a half decent 
‘collapse animation’ when you get a 
good hit in — but that’s not as easy as 
it sounds... 

The game falls down when it come 
to the actual fighting, due to the rather 
‘demanding’ distance judgment. A cou- 
ple of pixels either way of your target 
and you miss, leaving you — having 
quite obviously hit him — having ‘not 
hit him’. Apparently. 

This isn't too bad when playing 
against another human, as you're both 
likely to make much the same mistakes, 
but against the computer (who rarely 
misjudges) it becomes frustrating. There 
are also no blocking moves, which is a 
bit of a pain as you can't really do any- 
thing but be offensive whenever the 
computer steams in for the kill. 

The animations are quite nice, 
backed-up by some decent sampled 
hits, crunches and crowd cheers, while 
an overall martial arts master looks on 
and awards points to each player for 
their performance. 

One worthwhile feature that | am 
going to mention ts the between level 
challenge that comes in the form of a 
‘copy the Kata’ game. What happens 
here is that a computer character per- 
forms three or four moves in sequence 
and asks you to try and copy it a few 
seconds later. Quite nice, | thought — 
and why not? 
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TASK FORCE 
17 Bit Software, 


Task Force is an ambitious bit of PD that 
takes on the likes of Laser Squad and 
Sabre Team. To anyone unfamiliar with 
said games (and where have you 
been?) I'm referring to strategy games 
featuring teams of soldiers, controlled 
in.an overhead turns-based situation. 

As is the norm in games of this ilk, 
before you do anything, you need to kit 
out your five brave lads with as much 
offensive and defensive gear they can 
carry. Perhaps the plasma gun interests 
sir? Or perchance a bazooka or some 
hand grenades? Whatever you fancy, 
you'll find it here somewhere, so kit up 
and move out. 

The game is actually played in four 
stages, the first being a movement 
phase, where you direct your troops 
across varying terrain using either the 
cursor keys or the on-screen cursor. You 
only have a set number of movement 
points per turn (shown at the base of 
the screen, along with your health, 
strength and defence points) and once 
you've used up all your points on one 
troop, you move on to the next, until all 
your team has finished moving.At this 
point you enter the second stage the 
firing phase. 

Depending upon which weapon your 
current soldier has, you have a varying 
range of fire, shown as a highlighted 
box, which can be moved onto any 
encountered bad guys and will inflict an 
amount of damage depending upon 
that soldier's skill, any armour worn, 
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and the type of weapon used. Obvi- 
ously, something like a grenade will 
destroy an entire area, but it's therefore 
more expensive. The computer then 
takes its movement and firing phases, 
and then it’s back to you (if you're still 
alive, of course). 
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The missions (four available) are 
fairly simple (rescue someone from 
somewhere, etc) but will be littered 
with tons of little nasty blokes to hurt 
in traditional computer game style. 

It's all very simple, but quite nicely 
done, and if you fancy a bash at this 
type of game for a change, but don't 
want to fork out for a big boy of ful- 
somely priced proportions, then this is 
your chance. 
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SPLODGE 


! feel it only fair that before we 
start I should warn you that this is 
a game created using the ‘Shoot- 
‘em-up construction kit.’ Yes, | 
know, scary isn't it? Well actually, 


no. And that's the reason why I've 


mentioned it. Read on... 

Splodge came to me direct from 
the author, and though carrying 
no real documentation, or plot 
lines, caught my eye (not to men- 
tion my ears) with its quirky little 
character. | reckon that if Mind- 
scape or Kalisto read PD Zone, 
(which I'm sure they don't) they 
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might be raising their collective 
eyebrows at the sight of what can 
only be described as ‘Something 
from out of the Furries'. 

The game is fairly simple in con- 
cept, and revolves around rescuing 
a number of on-screen Furries, 
er... | mean Splodges, while avoid- 
ing the baddy-blue splodges that 
run around being nasty. You only 
need to touch the friendly lads to 
rescue them, and at the press of a 
button can fire a single bullet at 
any blue nasty unfortunate 
enough to be in front of you. 

To start with, the enemies are 
fairly easy to avoid (particularly 
the ones that just stand still) but 
as you progress through the lev- 
els, they start increasing in num- 
ber, not to mention scooting 
around the place like right nutters. 

The game is nothing worth 
shouting about, but it does fea- 
ture some nice animations and a 
few excellent samples. For some 
reason, though, every time you 
complete a level, you have to wait 
for about a minute before the 
computer notices that you're 
done, and then transports you to 
the next level — weird huh? 

Also included on the disk is a 
bonus game called Splodge 


Invaders which isn't bad either. 
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AMAS TIME 
17 Bit Software, 








it’s very rarel 
duce truly silly 
apparent reason, and it is there- 
fore with great pleasure that | 
present to you a game with dis- 
tinctly jingly-belled overtones — 


that people pro- 
games for no 


well you know me; always topi- 
cal, never tropical. 

When I sit down and load up 
these PD games, | never really 
know what sort of thing is about 
to appear before my eyes bec 
many disks come without labels. 
You can probably imagine, then, 
how surprised | was when the 
bold intro stating that, “It is a 
time of chaos. It is a time of 
despair." didn't in fact turn out to 
be some moody shoot-'em-up, but 
was instead a platform affair star- 
ring Santa and a load of jellies. 
And bunny rabbits. 

A ntly, not being content 
with appearing on out January 
front cover Santa has decided to 
increase his productivity and 
deliver as many pressies as possi- 
ble in record time. Of course the 
onl problem is that he needs to 
col the gift-wrapped bits of 
joy before he can get on with the 
task in hand. It is therefore down 
to you to take control of the 
aforementioned fat and jolly man, 
and make your way across a num- 
ber of platforms in an attempt to 
collect a set number of gifts 
before the clock runs out. 

The problem here is that the 
| ts can only be traversed in 
a set direction (shown by an 
arrow) either going up, down, or 
both. Gaps between platforms 
and bridges give access to other 

of the screen, but of course 
that's assuming you can avoid the 
nasty ‘things’ roaming the plat- 
forms in a threatening manner. 

Being a Santa of the 90's, you 
don't have to avoid ev ing if 
you don't want to, and can actu- 
ally give anything a thwack with 
your sack. Once bagged, the 
‘things’ disappear for a while and 
appear again later. Yuletide gifts 
appear randomly around the 
screen, as do occasional diamonds 
and other point bonuses. 

Xmas Time actually reminds me 
a bit of Baldy — which some of 
you may remember ona 
cover disk some months back 
now — with very simple game 
play, but enough silly appeal to 

eep you on it for a while. I'd be 
lying if | said that you'll keep 
coming back to this, but then 
again I lie all the time. Look, I'm 
Marilyn Monroe. See? 
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PUNTERS 
Sanity Soft, 





Peete: rey anal isn't it. ea I'm 
not in a ‘rhyming words’ competition, 
because I'm sure | could come up with 
some hilarious winners. Oh well, never 
mind, Punters is actually four disks of 
splendidly put together gambling fun 
(it's not big and it’s not clever though 
kids — Concerned parent Simon.) 

The overall presentation is excellent, 
with a menu page giving access to the 
five games on offer. Not all the games 
are obvious gambling games, but with 
each you can put a stake down on the 
chances of you winning. And the games 
in the frames are... 


Fruit Machine 

This is quite a nice little simulation, but 
having watched Simon and David waste 
their money for about a year now, | can 
tell you that it's a bit too ‘nice’ (ie. you 
never just get four lemons without 
some sort of fight!). As is always the 
case with fruit machines, it's the sub- 
games that draw your interest, and this 
one does quite nicely in that depart- 
ment, particularly with a simple Mas- 
terMind game 


Blackjack — 


Not the ‘get as close to 21’ Blackjack | 


most people know, but a decent little 
card game where you have to get rid of 
all your cards, following suit or the 
same value. There are several ‘nasty 
cards’ which bugger up your opponent, 
(ie. drop a black Jack, and your oppo- 
nent has to pick up 7 more cards) and 
though very simple, it can be quite 
vicious at times. 


Horse Racing — 

Pretty simple, really. You're given the 
details on the next race (distance, hur- 
dles etc) and the form and odds to be 
considered before picking your horse. 
Then just put down your bet and sit 
back while the little coloured blobs 
make their way across the screen. Par- 
ticularly good fun with multiple players. 


Othello — 
Pretty damn good artificial intelligence 
in this version, but at the end of the 
day, still only Othello — the game 
which takes a minute to learn but a 
lifetime to master. Or something 
like that. 


Yahtzee — 
Again, quite well 
Yahtzee, 


done, but only 





Overall, this is an excellent package 
and well worth a fiver, particularly if 
you've ever fancied a decent version of 
Yahtzee or Othello. The horse racing 
game is particularly worthwhile if you 
ever get into a situation where a few 
mates are drunk and fancy being sad 
and silly at the same time, while the rest 
are fun time wasters if you're on your 
own. With no friends. And no life. 

| would also recomend that would-be 
programmers check out the source 
code for an extra fiver as there's some 
real smart stuff to be found in the milky 
depths within. 
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DIGGER 
Epic Marketing, 


One of my favourite teenage pas- 
times (and frankly one of the few 
I'm prepared to talk openly 
about), was the consumption of 
large bags of chips, covered in tons 
of salt, pepper and vinegar (! bet 
your mouths are watering 
already). This was made doubly 
excellent by the fact that my local 
chippy always had top arcade 
machines which, for the handsome 
sum of 10 pence, opened up excit- 
ing new worlds to deprived kid- 
dies like myself. 

Phoenix and Galaxians were 
often the order of the day, but 
even better than that was Dig 
Dug. As you might imagine, it was 
then with some jubilation that I 
received Digger — a jolly faithful 
conversion. But without the chips. 

In case you're not an old crusty 
like myself, Dig Dug was (and 
thanks to PD, still is) a simple old 
game based around the rather odd 
concept of inflating dragons with 
a bicycle pump until they explode. 
The screen starts off with an 


underground... er cavern, contain- 
ing a number of small chambers, — 
which house the strange crea- 
tures. You need to dig your way 
into these areas and get close 
enough to the nasties to inflate 
them into oblivion (strange way 
to die, don't you think?), watching | 
out for the occasional bursts of 
flames from the dragons. 

The baddies don't stay put for 
long, and as time ticks away, start 
to move through the walls of the 
cavern in an intangible form. They 
come pretty well straight for you, 
and you need to be ready to give 
them tons of air as soon as they 
reform back in the chambers. You 
can only affect one bad guy at a 
time, and it takes a few seconds 
to kill each one so you need to 
avoid being in a situation where 
you've got more than two coming 
for you at any one time. | 

There's not a lot more to tell in” 
all honesty, as the games of my 
childhood always seemed to be 
incredibly simple (just look at kiss 
chase or, British Bulldog). Anyway, 
if you fancy a plod down Memory 
Drive (second left after the end of 
Memory Lane at the junction with 
Nostalgia Boulevard) this is as good 
as you could ask for. Now if only 
someone would program an Amiga 
version of Mr Do... | 
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NJH PD | 


Dept AO, 23 West Street 
Rochford kssex SS4 161 
Pel:0702 546191 
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You’ve got a PC, the best games machine ever created. 
Now, at long last, comes PC GAMES, the best games magazine ever created. 


Inside its 132 bulging pages, you'll find more reviews, previews and tips 
than you could ever believe humanly possible, including an exclusive behind-the-scenes look 
at the making of Origin’s BIOFORGE, the latest and greatest game from Richard ‘Mr Ultima’ Garriott. 
And maybe - just maybe - it’l| have the first ever review of DID’s incredible INFERNO. 


And disks? You want disks? Okay, how about two meaty high-density floppies packed with goodness, 
including fully-playable and totally exclusive demos of the stunning TIE FIGHTER 
and the equally fab HEIMDALL 2? 





So there you have it. PC GAMES. 
| know we’re bound to say this, but it'll be brilliant. 
Cr LATA 


PC GAMES 
It’s all about games. On the PC. 
On-sale May 6th, price £3.95. 





MAY 1992 - 
JUNE 1992 - 


JULY 1992 

ON THE DISKS! Playable demos of Red fone 
and Galactic plus FIVE complete PD games: 
Battlements, Dragon Tiles, MegaTron, 
Omega Race and Hollywood Trivia! 
WIPPED! Lotus 3, Wing Commander and The 
Carl Lewis Challenge! 

REVIEWED! Lure of the Temptress, Monkey 
island 2, ishar, Striker, Championship 
Manager and many more! 

TIPPED! Player's guides to Parasol Stars, 
Epic, John Madden Football and Eye of the 
Beholder 2! 

PLUS! The One games challenge! 


AUGUST 1992 - 


SEPTEMBER 1992 

ON THE DISKS! Playable demos of Premiere, 
Tiny Skweeks and Match of the Day, 
Flashback preview and three PD games: 
War, Nebula and Croak! 

WIPPED! Second Samurai, Flashback and 
more on Frontier: Elite 2! 

REVIEWED! Premiere, MegaTraveller 2, Guy 
Spy, Fascination, Beast 3 and many more! 
TIPPED! Player's quides to Graham Taylor, 
Civilization and Fire & ice (pt 2) and the on- 
going solution to Monkey Island 2! 


OCTOBER 1992 

ON THE DISKS! Three disks this month, con- 
taining playable demos of Assassin, KGB 
and Fireforce plus 2 PD games! 

WIPPED! The Chaos Engine, Legends Of 
Valour and the final instalment of Frontier! 
REVIEWED! Putty, The Humans, Aquatic 
Games, Lotus 3, Zool and many more! 
TIPPED! Player's guides to Dune and Lure of 
the Temptress, the start of a complete solu- 
tion to Eye of the Beholder 2 and the last 
part of the Monkey Island 2 solution! 

PLUS! Those end-game sequences revealed! 
Westwood Studios interviewed! 


NOVEMBER 1992 7 

ON THE DISKS! Demos of The Chaos Engine 
and Lionheart plus five PD games! 
WIPPED! Street Fighter 2, Gunship 2000, 
Darkmere and Desert Strike! 

REVIEWED! Wing Commander, Road Rash, 
Legend of Kyrandia and many more! 
TIPPED! Complete solution to Hook and the 
second part of the Beholder 2 solution! 
PLUS! Sensible Software interviewed! 


DECEMBER 1992 

ON THE DISKS! Playable demos of Sensible 
Soccer V1.1, No Second Prize, McDonalds 
Land and Creatures plus a preview of 
Street Fighter 2! 

WIPPED! Supertrog, Star Trek and WWF 2! 
REVIEWED! Legends of Valour, No Second 
Prize, McDonalds Land, BC Kid, Nigel 
Mansell, Lethal Weapon and many more! 
TIPPED! Guides to Zool and Wizkid plus the 
last part of the Beholder 2 solution! 

PLUS! The A1200 revealed! Richard ‘Mr 
Music’ Joseph interviewed! 


JANUARY 1993 

ON THE DISKS! Psycho Game - a complete 
game specially written for The One by 
Bullfrog - along with playable demos of 
Gunship 2000 and Dalek Attack plus a pre- 
view of Archer Maclean's Pool! 

WIPPED! Microcosm and Dracula on CD, 
Dune 2 and Superhero! 

REVIEWED! Indy IV graphic adventure, 
Street Fighter 2, Cool World, KGB, 
Waxworks and many more! 

TIPPED! Guides to Wing Commander, the 
start of a complete Legend of Kyrandia 
solution and a complete solution to Dizzy: 
Prince of the Volkfolk! 

PLUS! 1993 previewed! The One awards! 
Stunning Dave Gibbons cover! 


FEBRUARY 1993 
ON THE DISKS! Playable demos of Darkseed, 
Universal Monsters and Superhero! 
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the heady world of Amiga games. But even so there may 
well be embarrassing gaps in your collection. Maybe you 
didn't start reading The One until recently, or perhaps 
you didn't start reading at all until recently or maybe the 
newsagent simply ran out of stock - in which case why 
et Me ee Clay 
Whatever, here's your chance to fill in those gaping 
voids in your magazine-related life. Below you'll find 
listed all those lovely issues of The One stretching back 
to May of last year, complete with detailed descriptions 
CC ee ee UU 
sold out - we're just so damn popular! 
ce OR em ee ee ly 
postal order for the required amount and send it to: The 
One Back Issues Dept, Tower Publishing, Sovereign Place, 
Pe ee ee de] 


WIPPED! Space Hulk, Chuck Rock 2 and 
Ambermoon! 

REVIEWED! The Chaos Engine, Dragon's Lair 
3, WWF 2, Darkseed and many more! 
TIPPED! Player's guides to Street Fighter 2, 
Sensisoccer V1.1, Sabre Team and Fireforce 
plus the on-going Kyrandia solution! 

PLUS! Commodore's ex-boss Kelly Sumner 
interviewed! 


MARCH 1993 
ON THE DISKS! Playable demos of 


Superfrog, Flashback, Prime Mover and 
Woody's World, plus a complete PD game: 
Oblivion! 


WIPPED! Liberation: Captive 2, Woody's 
World, ishar 2, Blastar and amny more! 
REVIEWED! Body Blows, Lionheart, 
Flashback, Transarctica, Walker, Lemmings 
2 and many more! 

TIPPED! Player's guide to Legends of 
Valour, complete solutions to Indy IV 
adventure and Future Wars and the last 
part of the Kyrandia solution! 

PLUS! Ten good reasons to buy an A1200 
now! Dino Dini interviewed! 


APRIL 1993 

ON THE DISKS! Playable demos of FA 
Premier League (collector's item!), 
Abandone Places 2 and Beavers, plus two 
PD games: Transplant and PacMan Deluxe! 
WIPPED! Batman Returns, Cyberspace, 
James Pond 3, Lost Vikings and many more! 
REVIEWED! Superfrog, Arabian Nights, 
Chuck Rock 2, Abandoned Places 2, Desert 
Strike and many more! 

TIPPED! Complete solutions to Darkseed, 
Dragon's Lair 3 and Indy Ill, plus the start 
of guides to KGB and Bill's Tomato Game! 
PLUS! X-Wing on Amiga revealed (but it's 
actually an April Fool's joke). 


MAY 1993 - 


JUNE 1993 

ON THE DISKS! Blaster!, a specially-written 
full game for The One, plus a playable 
demo of Nippon Safes and two complete 
PD games: Alien Bash and Tractor Beam! 
WIPPED! Bubba ‘n’ Stix, Realms of 
Darkness, Innocent Until Caught, 
Maelstrom and many more! 

REVIEWED! Goal!, Super Cauldron, Ancient 
Art of War in the Skies, Legend 2, The Lost 
Vikings and many more! 

TIPPED! Player's guide to Lionheart and 
Chuck Rock 2 plus the completion of the 
solutions to KGB and Chaos Engine! 

PLUS! We tell you how to get into the soft- 
ware business! 


JULY 1993 - 


AUGUST 1993 

ON THE DISKS! Trex Warrior, a full game 
from Thalion written for The One, plus a 
playable demo of Ishar 2 and Snakes and a 
complete PD game: Wibble World Giddy! 
WIPPED! Total Garaaak TFX, Beneath the 
Steel Sky, Utopia 2, Brutal Sports Football 
and many more! 

REVIEWED! Deep Core, Sim Life, Whale’s 
Voyage, Battle Isle "93 and many more! 
TIPPED! Guide to Dune 2, Gunship 2000 and 
Reach for the Skies, the Abandoned Places 
2 complete solution continues while the 
World Of Legend solution starts! 

PLUS! The CD32 is unveiled! Arnie’s raw 
deal! 


SEPTEMBER 1993 

ON THE DISKS! Playable demos of 
Overdrive, Bubba ‘n' Stix, F117a Stealth 
Fighter, Deep Core and Suburban 


THE ONE BACK ISSUES OFFER! 
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Commando! 

WIPPED! Last Action Hero, Micro Machines, 
Alfred Chicken, Theatre of Death, Seek & 
Destroy, Oscar and many more! 
REVIEWED! Soccer Kid, Hired Guns, Diggers, 
Premier Manager 2, Yo! Joe!, Blob, The 
Patrician and many more! 

TIPPED! Complete player's guide to 
Syndicate and War in the Gulf, a complete 
solution to Transarctica, the start of the 
ishar 2 solution, the ongoing Abandoned 
Places 2 and Worlds of Legend sagas! 
PLUS! More CD32 info! 


OCTOBER 1993 

ON THE DISKS!Playable demos of Space 
Hulk, Alfred Chicken and Burning Rubber! 
WIPPED! Mortal Kombat, Elfmania, 
Evolution, Wonder Dig, Fl and man 
REVIEWED! Space Hulk. Jurassic Park, 
Overkill, Micro Machines, Alfred Chicken, 
Blastar, Disposable Hero, Burning Rubber 
and many more! 

TIPPED! Complete players’ quide to Diggers, 
Beastiord, Wibble World Giddy, The 
Patrician, Goal! and more of the Ishar 2 and 
Worlds of Legend solutions! 


NOVEMBER 1993 

ON THE DISKS! 3 Disks again, featuring 
playable demos of Uridium 2, Hero Quest 2 
and Seek and Destroy, along with two com- 
plete PD games! 

WIPPED! Body Blows Galactic, King's Quest 
Vi, Rally, Rise of the Robots, Seventh Sword 
of Mendor and many more! 

REVIEWED! Brutal Sports Football, 
Cardiaxx, Donk, Frontier: Elite 2, Qwak and 
many more! 

TIPPED! Hired Guns, Alfred Chicken (part 
one), Space Hulk (part one), Ishar 2 (part 
three) and many more! 

PLUS! The programmers talk to us! DMA 
Talk to us! Find out how we make The One! 


more! 


DECEMBER 1993 

ON THE DISKS!Playable demos Alien Breed 
2, Brian the Lion and Bob's Bad Day! 
WIPPED! Heimdall 2, Reunion, Theme Park 
and al | more! 

REVIEWED! Cyberpunks, F117A STealth 
Fighter, Cannon Fodder, Alien Breed 2, 
Body Blows Galactic, Liberation, Magic Boy, 
Perihelion, The Settlers and many more! 
TIPPED! The end of the Ishar 2 solution! 
Body Blows Galactic, Alien Breed 2, Space 
Hulk (part 2), MASSIVE Frontier players’ 
guide, the complete solution to The Secret 
of Monkey Island and many more! 

PLUS! Find out how they make Games 
World Live! as we spend a day with them! 


JANUARY 1994 

ON THE DISKS! Galactic: The Xmas Remix - a 
complete game from Stavros Fasoulas - 
plus a demo of Zool 2 and a complete 
Ai1200-only PD game! 

WIPPED! Universe, Cool Spot, Dennis & 
Gnasher and Heimdall 2 Part 2! 
REVIEWED! Mortal Kombat, Zool 2, T2, 
Microcosm, Bubba 'n' Stix and loads more! 
TIPPED! Player's guides to Body Blows 
Galactic, Combat Air Patrol, Jurassic Park 
and bundles more! 

PLUS! The programmers of Liberation 
speak! Massive preview of EVERY game 
scheduled for release in 19594! 


FEBRUARY 1994 

ON THE DISKS! Playable demos of Beneath 
A Steel Sky and Super Methane Bros! 
WIPPED! Skeleton Krew, Zeewolf, 
Magician's Castle, Out To Lunch, Super 
Methane Bros and Heimdall 2 Part 3! 
REVIEWED! Cool Spot, Brian The Lion, Seek 
& Destroy, Fi, Castles 2, Simon The 
Sorceror, Campaign 2 and many more! 
TIPPED! Mortal Kombat's finishing moves 
revealed, the start of complete solutions to 
Star Trek and Simon the Sorceror, secret 
spell recipes for Wiz ‘n’' Liz plus much more! 
PLUS! Exclusive news about Rebel Assault 
and Day Of The Tentacle on CD32! The One 
team star in their own computer game - 
Snackerama! 
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Fed up? Bored? No social life? Then fear not, dear reader, for we have the answer to all your 


problems. It's called The One and it's available without a 


prescription from most good 


newsagents. As every discerning Amiga owner knows, The One is Britain's biggest and best 
Amiga games magazine. Every month The One gives you: 


The hottest news and the best exclusives - you'll know 
about it first because we know about it first! 


In-depth and unbiased reviews of all the latest releases! 


Regular hints, tips and cheats to help you get the most out 


of your games! 


Comprehensive coverage of the PD and budget 


games scene! 


The best and most exclusive demos in the business! 


The odd crap joke and a spelling mistake or two! 


Brilliant eh? But because every issue is always jam-packed full of meaty goodness we tend 
to sell out pretty quickly, so crumbly old slow-coaches may well miss out. We don't want 
that - and we're sure you don’t either - which is why we've come up with a brilliant new 
subscription offer. 

Not convinced? Then here are just a few reasons why subscribing to The One is becom- 
ing the biggest craze to sweep the nation since chasing a massive wooden hoop down the 


road with a stick. 


You get one of these fantastic Team 17 games for the 
grand sum of no pence sterling! 


You guarantee your copy of The One every month! 


Your copy delivered to your doorstep free of 
charge - before it's available in the shops! 


There really is only One magazine you need. Subscribe now and claim your Team 17 game, 


@ Body Blows Galactic 

“Just about the best beat-'em up available.” 
Simon Byron, The One January 1994. 

Overall Score 87% 

Worth £29.99 41200, £26.99 4500/600. 


@ Alien Breed 2 

“Alien Breed 2 truly is one of the best arcade 
blasters available... terrific fun to play.” 

Simon Byron, The One December 1993. 

Overall Score 91%. 

Worth £29.99 41200, £26.99 A500/600. 


® Superfrog 

“Glumph!” 

David Upchurch, The One April 1993. 
Overall Score 93%. 

Worth £26.99. 


© Overdrive 

Take the driver's seat in 4x4's, Buggies, Supersports 
and G.P. Cars and race aroung twenty gruelling 
courses across five different terrains. 

Overall Score 83%. Worth £25.99. 


@ SPECIAL EDITION DOUBLE PACK 

Alien Breed Special Edition 

“If you didn't pick up Alien Breed the first time 
around then buy this Special Edition now.” 

David Upchurch, The One January 1993. 

Overall Score 88% 

Project X Special Edition 

“lf you don't already own the full-pricer then don't 
buy another game until you've snapped up this.” 
Simon Byron, The One August 1993. 

Overall Score 92%. 

Worth £21.98. 


costs only: 


U.K, BFPO £47.40 
Overseas - Surface mail £49.00 
Europe, Eire - Airmail £50.00 


Overseas - Airmail Zone 1 £75.00 
Overseas - Airmail Zone 2 £83.00 








YOU'VE NEVER HAD IT SO GOOD! aiifiiment. 


OFFER CLOSING DATE 27TH APRIL 1994. 


A Subscription to The One 
(12 issues including postage) 


Your software choice is mailed separately 
to your first issue. Please allow 28 days for 


FREE SOFTWARE JS ONLY AVAILABLE TO U.K RESIDENTS. 


To place your order simply complete the coupon below and send to: Tower Publishing, Tower House, Sovereign Park, Lathkill St, Market 
Harborough, Leicester LE16 9EF. Or call our CREDIT CARD HOTLINE on (0858) 468888 quoting appropriate free game source code. 


;\fHE ONE AMIGA SUBSCRIPTION ORDER FORM 


| SUBSCRIPTION RATES (12 issues including postage) 
| (Please tick) 
J £47.40 UK/BFPO ie £50 AIRMAIL EUROPE/EIRE I £49.00 OVERSEAS SURFACE MAIL 


i a £75.00 OVERSEAS ZONE 1 AIRMAIL ad £83.00 OVERSEAS ZONE 2 AIRMAIL 


| METHOD OF PAYMENT 
j (Please tick) 


: J CREDIT CARD CHEQUE wf P/O / INTERNATIONAL MONEY ORDER 


‘ Make cheques payable to: EMAP IMAGES LTD. (Access, Visa, Amex, Diners Card, and American Express accepted.) 
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PLEASE SEND ME THE FREE SOFTWARE OF MY CHOICE (please tick one box) (Offer available to UK residents only): 


1 pony stows catactic (A500/A600) Source Code E11 led) sopy stows GaLacric (A1200) Source Code E16 

[ad overvrive (ALL AMIGAS) Source Code E13 ee surerFRoG (ALL AMIGAS) Source Code E14 

: lead) aLieN BREED 2 (A1200) Source Code E17 . Ladd PROJECT X SPECIAL EDITION & ALIEN BREED SPECIAL EDITION. E15 
pd ALIEN BREED 2 (A500/600) Source Code E12 

es a 

O scteie cc: s. ‘ 
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| PLEASE SEND THIS COUPON TO: 
| TOWER PUBLISHING, TOWER HOUSE, SOVEREIGN PARK, LATHKILL 5ST, MARKET HARBOROUGH, LEICESTERSHIRE, LEI6 9EF. Tel. : (0858) 468888. 


{ Please allow 28 days from receipt of order for fulfilment. Your subscription will start from the next available issue unless otherwise specified. 


- 


| Free software subject to availability. In the unlikely event that your choice should become unavailable we reserve the right to offer an alternative game. fi 


| _J Tick here if you do not wish to receive any direct mail that EMAP Images Ltd feels may be of interest to you. OFFER ENDS 27TH APRIL 1994. 
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Well, well, well, this is the second month on the trot that only two games 
have managed to impress us enough to get into this, one of the most exclu- 
sive little clubs you're ever likely to find at the back of an Amiga Games 
magazine. Why, because we're choosy, that’s why. All the games in 
Recommended are properly dressed at all times, and wouldn't dream of 
wearing jeans in the billiards room. No. The hoy-poloy with scores under 85 
percent are all standing outside with their grubby little faces pressed up 
against the library window. I say, clear-off you oily-ticks! 


Alfred Chicken 


Publisher: Mindscape 
Issue Reviewed: October 1993 
Memory: 1Mb 

Price: £26.99 


Although not as good-looking as some of the recent 
flock of platform games, Alfred scores over many of its 
rivals by simply being incredibly playable. There are 
tons of secret rooms and bonuses to find and, 
generally speaking, you'd be hard pushed to find a 
better no-nonsense platform romp. 


Alien Breed 2 


Publisher: Team 17 

Issue Reviewed: December 1993 
Memory: 1Mb 

Price: £26.99 


Team 17 return to familiar territory with this, the sequel 
to the game that first established the company as one 
of Britain's leading Amiga developers. It's more of the 
same Gauntlet-esque bug-hunting action basically, but 
bigger, busier and blastier, Some have complained it's 
too easy though... 


Battle Isle ‘93 


Publisher: Blue Byte 
Issue Reviewed: August 1993 
Memory: 1Mb 

Price: £29.99 


If you liked Battle Isle you'll love this. It's basically 
more of the same but with an enhanced control 
interface ripped from Historyline. Once again you have 
to pit your armies of tanks, troops and spacefighters 
against the enemy. For those of us who thought we'd 
never enjoy a strategy game it's a godsend. 


Beneath a Steel Sky 


Publisher: Virgin Interactive 
Issue Reviewed: November 1993 
Memory: 1Mb 

Price: £29.99 


Revolution’s latest has been produced in collaboration 
with comic artist Dave Gibbons, and if ever there was a 


match made in heaven, then this is it. The result is a| 


stunning graphic adventure which might lack 
humour compared to Monkey Island — but more 
than competes in every other department. 





Publisher: Millennium 
| Issue Reviewed: November 1993 
| Memory: iMb 
| Price: £25.99 





Body Blows Galactic 


Publisher: Team 17 

Issue Reviewed: December 1993 
Memory: 1Mb 

Price: £26.99 


Yet another sequel from Team 17 which does for street 
fightin’ what Alien Breed 2 does for bug huntin'. Body 
Blows Galactic is the business, boasting much 
smoother animation — the characters no longer move 
like the puppets from Thunderbirds - faster action, 
animated backgrounds and enhanced sound effects. 


Brutal Sports Football 


it’s been a long time since Speedball 2 set the pace in 
fantasy sports games, and while Brutal Sports Football 
doesn't quite make the Bitmap game obsolete it's a 
worthy companion piece. It's extremely violent, with 
spurts of blood flying everywhere and even the 
occasional decapitation! You have been warned... 


Bubba ‘n’ Stix 





Publisher: Core Design 
issue Reviewed: January 1993 
Memory: 1Mb 

Price: £25.99 


Another platform game from Core Design? Surely not! 
We shouldn't moan though, especially if there as well 
done as Bubba 'n' Stix. Yes, it's a bit short, but it's 
beautifully programmed, the graphics have a vividness 
not often seen on the Amiga and there's a brilliant vein 
of humour running through it all. 


Cannon Fodder 


Publisher: Virgin Interactive 
issue Reviewed: December 1993 
Memory: Mb 

Price: £29.99 


War, according to the Sensible boys, has never been so 
much fun, and we have to agree — Cannon Fodder is 
one of the most enjoyable games we've played in 
yonks. It may look like a fairly simple run around and 
blast affair, but there's a surprising amount of strategy 
needed if you're to make it through to the end. 


Ch’ship Manager Italia 


Publisher: intelek 
Issue Reviewed: March 1994 

Memory: iMb 

Price: £17.00 od 
Although the main difference between this and the cami re Mask Pa Ese 


other Championship Manager games is that you get to 
take control of clubs with funny names, the reduced 

price and running speed routine earn this a | wresmmneeeaesarirs 
respectable mark. Novices may have a bit of trouble 
getting to grips with it but for the rest of us It's fab. 


Dune 2 


SE Peer 


Publisher: Virgin Interactive 
Issue Reviewed: July 1993 
Memory: 1Mb 

Price: £30.99 


From Westwood, the people who brought you the 
highly regarded Kyrandia, comes this, a very playable 
and beginner-friendly strategy game in the Sim City 
mould. Harvest spice, fight rival houses, become ruler 
of Arrakis and have fun. This is good stuff for strategy 
buff and novice alike. 


F1 


Publisher: Domark 

Issue Reviewed: February 1994 
Memory: 1Mb 

Price: £25.99 


From the French geezers who brought you Vroom 
comes this, the official F1 licence. To be honest it's 
basically Vroom all over again but slightly faster, (as if 
it needed to be!) and with a superb two-player mode. 
Although not sim enough to satisfy a real Fi buff, it 
offers incredible thrills and spills to the arcade lover. 


Frontier: Elite 2 


Publisher: GameTek 

issue Reviewed: November 1993 
Memory: 1Mb 

Price: £34.99 


We've waited a long, long time for this, but it's bean 
worth every minute of it. Frontier is, quite simply, the 
game you bought your Amiga for. Admitted it's not the 
most ‘beginner friendly’ game ever, and it takes a 
while to get its hooks into you, but when it does it 
won't let go for years. A must buy. 


Fury of the Furries 


Publisher: Mindscape 
issue Reviewed: January 1993 
Memory: 1Mb 

Price: £29.99 


A puzzie/platform game very similar to The Lost 
Vikings, Fury of the Furries offers 100 levels of mind- 
bending, reflex-testing action as you use your three 
cute Tinies in various permutations to reach each 
stage's exit. Believe us, it's as addictive as hell. 


Genesia 

Publisher: Mindscape 
Issue Reviewed: January 1993 
Memory: iMb 
Price: £29.99 


This is a huge ‘society building’ game very similar to 
The Settlers. Starting off with a tiny tribe of people, 
you must use their various skills to build a thriving 
civilisation. It's not as easy to get into as The Settlers, 
but offers greater rewards for those who persevere. 
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RECOMMENDED 





Gunship 2000 


Publisher: MicroProse 
issue Reviewed: July 1993 
Memory: IMb 

Price: £34.99 


. | Have we had to wait for this one! Don't worry, 


though, it's been worth it. Once again the ‘Prose 
people have come up trumps with what is 
undoubtedly THE helicopter sim on the Amiga. 
Super-fast contoured landscapes, wingmen, oodles 
of firepower and long-term challenge make this any 


Heimdall 2 


Publisher: Core Design 
Issue Reviewed: April1994 
Memory: 1Mb 

Price: £34.99 


“y] Heimedall 2 is without a doubt, the best of its kind. Its 


got just the right balance between action, adventure 
and puzzle solving with a smattering of humour in all 
the right places. Blood, runes, orcs and great dollops 
of magic will keep you on Loki's trail, in the company 
of a fetching Valkyrie, name of Ursha. 


Hired Guns 


Publisher: Psygnosis 

i Issue Reviewed: September 1993 
Memory: iMb 
Price: £29.99 


You may not think you like RPGs but if so then you 


| probably haven't played Hired Guns — it truly is an 


RPG for everyone. Using a Dungeon Master-style 
control system you must guide four futuristic 
mercenaries around complexes blasting all and 
sundry and solving puzzles. Violent and fun 


Jurassic Park 


Publisher: Ocean 
Issue Reviewed: October 1993 
Memory: 1Mb 


ee Price: £26.99 
1 An Ocean film conversion with not a platiorm in 


iy sight? Shurely shome mishtake? Nope — taking a 
f pinch of The Chaos Engine and mixing it with a 


couple of spoonfuls of Legends Of Valour, JP turns 
out to be a game worthy of the licence, with arcade 


} action a-plenty. Deserves to be a smash. 


Liberation: Captive 2 


| Publisher: Mindscape 
Issue Reviewed: December 1993 
Memory: 2Mb (CD32 only) 
Price: £34.99 


Yes! Here it is — the first CD32 game to enter the 
Recommended Hall Of Fame. And deservedly so — 
Liberation is a brilliant, atmospheric RPG with one of 
the sexiest intros you're ever likely to see that really 
shows off Commodore's capabilities to the full. 


The Lost Vikings 


, Publisher: Interplay 
Issue Reviewed: June 1993 
| Memory: 1Mb 
Price: £25.99 


The Lost Vikings is an arcade adventure. You have 
three characters under your control, each of which 
has different abilities, and you have to use them in 
the right order to solve the puzzles. We reckon 
it's one of the best of last year’s releases. 











Niega Motion 


Publisher: Black Legend 
Issue Reviewed: April 1994 
Memory: 512K 

Price: £19.99 


One of the most rewarding and brain-teasing games 
we've played for ages. The concept is simple and the 
animation fab. lt reminds us a bit of Boulderdash but 
it's not derivative. Only available a5 part of a two-pack, 
the other game being Statix which we rate at 84% and 
just misses its own entry. Stonkingly good value. 


Microcosm 

Publisher: Psygnosis 

Issue Reviewed: January 1993 
Memory: 2Mb (CD32 only) 
Price: £TBA 


Okay, 50 basically it's litthe more than a basic 3D 
shoot-"em-up in the Space Harrier mould, but as far as 
3D shoot-"em-ups go it's just about the best-looking 
one you could possibly imagine. And it plays pretty 
well too, although the joypad don't half make your 
thumb sore. All it really lacks is variety. Ah well. 


Micro Machines 


Publisher: Codemasters 
issue Reviewed: October 1993 
Memory: 1Mb 

Price: £25.99 


No-one guessed that the Codies would beat Team 17 
in the top-down racer Grand Prix but by golly they 
have! Although Micro Machines isn't quite as groovy 
in one-player mode as Overdrive, it compensates for 
this by having the best two-player action you're every 
likely to see. It's got to be played to be believed. 


MViortal Kombat 


Publisher: Virgin Interactive 
Issue Reviewed: January 1993 
Memory: IMb 

Price: £34.99 


Top marks to Virgin and Probe Software for coming up 
with arguably the most accurate coin-op conversion 
seen in a long time. Everything from the arcade 
original is here - the graphics, the sound and, most 
importantly, the gameplay (‘the gore’ surely? — Ed). 
Could rank as the best beat-’em-up on the Amiga... 


Overkill 


Publisher: Mindscape 

issue Reviewed: October 1993 
Memory: 2Mb(A1200 only) 
Price: £25.99 


An A1200-only game which actually makes use of all 
the 32 bits, Overkill is the most intense blaster you're 
ever likely to come across. It's basically Defender with 
a few gameplay tweaks, 50 for shoot-'em-up purists 
it's the equivalent of heaven. May be a bit short for 
some though. 


Premier Manager 2 


Publisher: Gremlin 
Issue Reviewed: September 1993 | FARE ese 
Memory: 1Mb Tet Meat 
Price: £25.99 


it's not every day you heart us raving about a football 
management sim, so when we do you can bet it will be 
pretty special — as Premier Manager 2 is! It's full of 
features and options, yet still marvellously easy to 
get into and play. If you fancy taking your team to 
the top of the league then here's where to come. 














Puggsy 


Publisher: Psygnosis 
Issue Reviewed: March 1994 
Memory: 1Mb 

4 Price: £34.99 


On the surface, Puggsy looks like a slow platformer 
with not much going on but if you spend a few 
minutes learning the game mechanics and 
experimenting with the Total Object Interaction, then 
you'll discover a beautifully animated arcade 
adventure with fantastic graphics and sound. 


Qwak 


Publisher: Team 17 

Issue Reviewed: November 1993 
Memory: 1Mb 

Price: £12.99 


Owak may be ‘just’ a budget title but it's completely 
brilliant which is why it's found a home here amongst 
the Recommendeds. It's a one-or two-player Bubble 
Bobble-style game, with the aim being simply to 
amass points on your platform-filled odyssey through 
the kingdom of cuteness. Simply marvellous. 


Second Samurai 


Publisher: Psygnosis 
issue Reviewed: December 1993 


_| Memory: 1Mb 
Price: £29.99 


| Although perhaps looking a little too similar to the 
— original First Samurai, this sequel is a far better game. 
7 Although the hero doesn't move quite a fluidly as he 

f used to he's still pretty nifty with his sword, and the 
tighter level design and less oblique puzzles make for 
yao amuch more entertaining experience all round. 


The Settlers 


Publisher: “ Blue Byte 

Issue Reviewed: December 1993 
Memory: 1Mb 

Price: £34.99 


Imagine Little Computer People cross-bred with 
Populous and you'll have a good idea as to what The 
Settlers looks and plays like. It's your typical God 
game (build an empire, keep your folks happy and 
quash any rivals) spruced up with some super-cute 
animations on your subjects. Very user-friendly 


Skidmarks 


Publisher: Acid Software 
issue Reviewed: January 1993 
Memory: 512K 

Price: £25.99 


if you have fond memories of Super Off-Road then 
prepare to have them rekindled with this, a superb 
racer viewed from a similar ‘isometric’ perspective. 
Although a bit of a duffer when played alone - the 
computer cars are crap to say the least — it's brilliant 
in two-player mode. 


Simon the Sorcerer 


Publisher: AdventureSoft 
issue Reviewed: February 1994 
Memory: 1Mb 

Price: £34.99 


Brits AdventureSoft take on the Amercian might of 
LucasArts and Sierra with this humorous graphic 
adventure. Obviously intended to be a Monkey Island 
2 beater, it comes close to succeeding. However the 
interface doesn't quite surpass Lucas Arts' and the 
puzzles are tough — but don't let that put you off. 








RECOMMENDED(® 


Soccer Kid Uridium 2 

Publisher: Krisalis Publisher: Renegade 
Issue Reviewed: September 1993 Issue Reviewed: November 1993 
Memory: 1Mb Memory: IMb 

Price: £26.99 Price: £26.99 


The C64 classic comes to the Amiga in style, souped- 
up beyond belief with 32-colour graphics, 50-frames- 
per-second action, multi-way scrolling, power-ups and 
all the other good things you've come to expect from a 
90's shoot-'em-up. It’s very tough, but for die-hard 
blasting fans it's a dream come true. 


Wiz ‘n’ Liz 


Well, well, well, Just four months after we screamed 
that Supertrog was the best Amiga platform game 
ever, along comes Soccer Kid and we have to change 
our tune, It's nothing short of brilliant — gorgeous to 
look at, sweet on the ears, and boasting some of the 
Slickest gameplay we've seen in a long time. Buy it! 


Space Hulk 


Publisher: Electronic Arts Publisher: Psygnosis 
Issue Reviewed: October 1993 issue Reviewed: November 1993 
Memory: 1Mb Memory: 1Mb 

Price: £31.99 Price: £26.99 


Originally a Megadrive game, this cutesy race-'n'- 
collect-'em-up is perhaps a little too simplistic to be 
worth buying if you're going to be playing it alone — 
you're likely to get bored of it long before the end ever 
comes into sight — but it's great value if you've got a 
friend who can join in the fun. 


Al last — a conversion of a boardgame that doesn't 
simply recreate the board in DPaint! instead, Space 
Hulk takes all the best bits from the original game and 
bungs in a whole load of extra computer effects to 
create one of the most atmospheric strategic-blasters 
we've seen in ages. Completely ace. 





Stardust World of Legend 


Publisher: Bloodhouse Publisher: Mindscape 
Issue Reviewed: December 1993 Issue Reviewed: June 1993 
Memory: 1Mb Memory: 1Mb 

Price: £16.99 Price: £25.99 


If you missed last year's Legend then you should make 
up for it right now and get this. It's a superb RPG 
which uses a near-identical control system. It's got 
plenty of action and tons of atmosphere. If you're the 
sort of person who cringes in horror at the thought of 
RPGs then this will convert you. See also Hired Guns. 


An unbelievable bargain at the price, Stardust is the 
ultimate Asteroids clone. The graphics have to be 
seen to be believed and it plays as well — maybe 
even better — than it looks. Along with the stunning 
3D sub-game breaking up the rock bustin’ between 
levels, this is a feast you just have to treat yourself to. 





Syndicate Zool 2 


Publisher: Electronic Arts Publisher: GremliaA 


Issue Reviewed: July 1993 issue Reviewed: January 1993 
Memory: 1Mb Memory: 1Mb 
Price: £26.99 Price: £26.99 


Yet another sequel wangles its way into these 
Recommended pages. Despite being more of the 
same, this is far superior to the original — Zool now 
| has much more character, is much better animated 
and is a lot more enjoyable and less frustrating to 

} control. You can even play as Zooz, Zool's girlfriend! 


Cross Bladerunner with a Sam Peckinpah movie and 
what do you get? Syndicate. From Bullfrog, this isn't 
perhaps quite in the same league as Populous 2 or 
Powermonger but it's damn fine all the same, 
especially if you like your computer game violence 
gory and realistic. Dead smart. 





COMPETITION 


Yes! It's the quiz of the month! If you fancy your chances of winning one of ten fab-tastic 
software prizes then you've come to the right place. Just answer the following questions... 


(1) How many of the Recommended games have scored 90% or over? 
(2) How many times does the word 'Llemmings' appear in these Recommended pages? 
(3) Which Recommended game has the lowest % rating? 


Answers on a postcard or back of a sealed envelope by May 28th to the following address: 
All-new Recommended Compo 3, THE ONE, 30-32 Farringdon Lane, London EC1R 3AU. The 
first ten entries drawn from the hat after the closing date win! 











SATURDAY 





3.30am Get To Bed! 

The unusually polite comment 
show for all insomniacs, game- 
players and masochists. (R) 
6.30am Power Breakfast 

7.00 The One Breakfast News 
(T) (S) 3409 
9.00 Up Your Bottom 2637 
9.05 to 1.00pm 

DAYTIME ON THE ONE 

9.05 Become an Addict (5) 
9.40 Elfmania 

A first review of the finished ver- 
sion of Terramarque’s stonking 
beat-em-up. Released (hopefully) 
through Renegade 

Renegade TOM WATSON 


Terramarque SOME DANISH CHAPS 
10.00 Thunderbirds in 


Swahili (T) 

10.30 Some Want It hot. And 

Some Don't 

11.30 James Pond 3 

Will The One get it from Millen- 

nium, or not? That's the big, 

burning question, as another 

possible review is quite literally 

shoe-horned into an already 

crowded magazine. We pray. 
2738 

12.00pm Let's Be Nice (5) 

1.00 News at One (T) (5) 

1.35 Pop! Another Shrimp 

on the Barbie 

Next installment of the crus- 

tacea-grilling pap claptrap from 

down under. Today, Pop pops 

another shrimp on Barbie, who 

gets rather upset. Then she 

blows the whistle on Sad Ken, 

who smells of shark.(T) 


28 May 


028937 
Pop SAM FRENZY 
Barbie BRENDA BRAMSTORER 
Sad Ken KEN $AD 


ARTHUR FLESH 
BLIMEY O'REILLY 


Mr Extra 
Mr Extra’s understudy 


2.00 Why’s That, Then? 
Desford Lindham presents the 
show that asks “Why's that, 
then?” in a patronising manner. 
3874 
3.00pm News Update (T) (5) 
4.00 to 5.35 
THE ONE FOR KIDS 
with Alan Allcock 
4.15 Pleb (5) 
4.20 Simple Simon 
4.45 Fun With Scissors 
5.10 Pink Susan (R) 
5.35 Pop! Another Shrimp on 
the Barbie (rpt) As 1.35pm 
6.00 More Bloody News 
The next instalment of the hit 
show which looks at blood in all 
forms, but preferably spilling 
from wounded people. (T) (S) 
6.30 Regional News (T) (5) 
Exactly the same as the last pro- 
gramme, but with a different 
presenter. Still, saves on the 
license fee, eh!7263 
7.00 Bizarre Headgear (R) 
7.30 East Benders 0924 
8.00 Ruff ‘n’ Tumble 
Could it be a preview at last of 
Renegade’s -+ard-edged cute 
platformer? Possibly, possibly 
not. The One gets to the bottom 
of it anyway, and brings you the 
low-down. Subject to change at 
the last minute. 


Renegade 


837481 
67235 


ERIC MATTHEWS 
32647 

See Games, pages 28-30 

8.30 East Fenders 6284 

9.00 More Bloody News 

Same old crap you saw earlier, 

but with marginally more death. 

7623 

9.30 Crimestompers UK 

This month, Richard and Anne 

don their jackboots and, with the 

help of the local constabulary, 

tread metaphorically on the 


heads of the UK‘s most wanted. 
Without getting their own fin- 
gers dirty, of course. Robbery 
with shooters is on the agenda 
tonight, as the daring duo hit the 
streets of sleepy Dulwich Hamlet 
in the hope of finding a nice 
quiet 24hr garage. (T) (5) 





9.05 Football, War and Toy 


Soldiers 386422 
9.30 Sierra Soccer 
It's Soccer, it's from Sierra, it's 
Sierra Soccer! Fantasy, or not? It 
doesn't involve Leisure Suit Larry, 
anyway. But we'll be giving it the 
once, or maybe even the twice, 
over. Probably. 
83659 

10.40 My Secret Garden 
11.10 Welsh For Losers 
11.30 Watch, andLearn 763 
12.00 News (T) (S) 
12.30 Soap Update 6206 
1.10 Intrigue in Cornwall 

Remake of the 1956 
original starring Jack 
Field and Megan Street. Smug- 
glers take over a sleepy Cornish 
village, and hold the population 
to a large ransom. Nobody in 
authority wants to pay it howev- 
er, and the smugglers soon dis- 
cover that nobody’s really inter- 
ested. However, they hadn't 
banked on the one they call 
“Brock.” (1992) (T) (S) 
See Films, pages 23-28 


Brock MICHAEL CROMPTON 
Bill MAGGIE O'NEILL 
Bingo TIM PREECE 
Ber ANNE CARROLL 
Whisper NEIL O'MAGGIE 


3.00 The One in the Daytime 
With Dai Noble 
The One Two presents all the 
programmes that it would have 
liked to show earlier on, but 
couldn't because the Fat Con- 
troller said so. 
3.05 Blast! 
3.30 News Extra (T) (5) 
3.45 Hey, Kids! 
This week, Jolyon Tuesday takes 
an in-depth look at the chainsaw. 
Is it a nice friend, or an instru- 
ment of mass-murder? 
4.15 News Square 
Jon Craving thumbs his hooter at 
the “normal” news programmes 
with his daily squint into the 
news kaleidoscope. (T) 
4.30 Turbo Trax 
Simon Byron takes a look at 
Arcane’s debut game, because he 
can't delegate it to anybody else. 
Subject to change. 
5.20 The Allegro 
The series in which Norbert Clap 
takes a look at the design of the 
best-selling Austin motor car. 
This week Clap takes a look at 
the “hand-brake." 76274849 
5.45 News (T) (5) 
6.15 On The Blink 
7.00 I'm Sad 
8.30 Man About IKEA 
New comedy series, purchased at 
great expense from Sweden. 
Episode One: Buying a Volvo. 
After Blinks and Svaka move in to 
their new one-up, one-down in 
Gothemberg, Blinks realises that 
he has nowhere to take his mis- 
tress, Tonka. Tonka’s father Hans 
has the excellent idea of buying 
a Volvo, which has extraordinar- 
ily large boot space — with hilar- 
ious results. (R) (T) (S) 

= 82844 


Blinks Stadtbor FLEM SPAS 
Svaka Hasselblad ERIKA SVENSEM 


983769 


Hans Gstad AARSE SEAT 
Tonka Gstad BRENDA ANGSTROM 
Tork Malnlyeke HIMSELF 


Mrs Daubttire ROBIN WILLIAMS 
9.00 Empire Soccer 

The One Two present a stonking 
demonstration of Empire Soccer, 
the latest soccer game from 
Graftgold. And damn good it 
looks, too. 


Andy Braybrook 
Steve Tuner 
José Burran 


JOSE DORRAN 
ANDY BRAYBROOK 
STEWE TURNER 


9.30 Terror on Fire 
FILM Dustbin Hofmeisterer 
stars as a lonely, sad old 
git who really doesn't like any- 
body. Or, so it seems, until he 
wins the pools and goes off for a 
life of sun, sand and sex in Mar- 
bella, home of sand. After recov- 
ering from sun stroke and other 
diseases, he takes himself, and 
several lucky holiday-makers out 
in an Uzi-mongous frenzy of 
deadly lead. But it has a happy 
ending, so it’s OK for kids. (1976) 
(R) (S) 37784 
11.20 Goodnight, ugly. 
892489 


(5) = Sad (T) = Terrible (R) = Rubbish 





yy ca : 
—> -5nd so it was that during the age of Ragnarok, Heimdall, beloved of the Gods, 
came to Earth from Valhalla to find the pieces of a Sacred Amulet - the power 


of which would banish the evil Loki from the viking lands. 
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SCR UCL Lites 
ARM mL 
UCL Te ne 

thing that hits you is the detail of the landscape... 
over seven million square km appears on screen, 
PTL RL 

: Se eae aa) 
SC Cee LCT Ct mee UTI L 
visuals and strong sense of image, TFX is quite 
often like na PR CCUM eee Lm 
my jaw dropped so far it took me 15 minutes to find 
it again! It's fast, good looking and fun.” PC REVIEW 
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choice worth making where state of the 
art flight simulation is concerned. 
EGC CRC UC 
aircraft money can buy: 

TOC ae 
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12 RU COU EUG mc on 
aerial combat enhanced by unprecedented 
Te CCU TOL LL detail. 
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